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The AVALON HILL 
... a losing venture published bi-monthly 
pretty close to the middle of January, 
March, May, July, September, and Novem- 
ber. The General is published by The Aval on 
Hill Company almost solely for the cultural 
edification of the serious game aficionado. It 
helps sell our merchandise, too. 

Articles from subscribers are considered 
for publication at the whim and fancy of 
members of our erudite editorial staff and 
company baseball team. To merit considera- 
tion, articles must be typewritten double 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must be 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 (over- 
seas subscribers add $6.00 to cover airmail. I 
Back issues cost $1.00 each: out-of-stock 
issues are Vol. 1, No's. 1, 2, 3, 4, 6; Vol. 3, 
No. 1: Vol. 4, No. 4. 

To facilitate correspondence, we suggest 
that all envelopes to Avalon Hill be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. - Gertrude Zombro. 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. — Christy Shaw. 

Questions concerning play: Research & 
Design Dept. — Randy Reed. 

Articles tor publication: Editor-in-Chief. 

Requests for Brochures: Advertising Dept, 

Requests far Parts Lists: Parts Dept. 

Letters to the Editor: Editor-in-Chief. 
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Avalon Hill Philosophy - Part 30 



COVER STORY 

"Put some tanks in a game, and I'll guarantee 
you a winner," so spaketh our marketing director 
and chief sales prognosticator. Well, it takes no 
mental giant to figure that one out, Sales of 
game? over the past three years have been 
directly proportionate to the number of" tanks 
that play a part in the game;;. 

Why the mystique with tanks? Our marketing 
people have collectively decided that much of 
this mystique can be attributed to nomenclature. 
And because we have not really emphasized 
nomenclature in any of the "tank games" battle 
manuals, we hope to make up for this bit of 
oversight with the following excerpts appearing 
on pages 182-183 of "Tank Data 2," an excellent 
source edited by E.J. HoffschmidT and 
W.H. Tantum IV. The book is available from We, 
Inc. publishers. Old Greenwich. Connecticut. 

German Armored Vehicles Nomenclature 

The nomenclature used for Gemian army 
vehicles and components was somewhat similar to 

(continued page 1) 



Why The Luftwaffe Never Looses 



In spite of the fact that the number of loyal 
A. H. fans yrows larger everyday, we do not buy as 
many games as the general public. This means 
that even when we are wild about a game, it can 
be withdrawn from sales because the general 
public is apathetic. 

LUFTWAFFE was designed to meet both 
market demands. The Public wanted something 
which was not too difficult and rather quick to 
play while the hard core wanted unlimited real- 
ism and a lunger game. The general public vvill 
probably not go beyond the Tournament game. 
But the Tournament game is merely a transitional 
vehicle to teach the advanced game and all its 
options. 

We did not expect the hard core lo slop with 
the tournament or Advanced games or to 
FREEZE them into the formats used for initial 
presentation. This is why we opened the door to 
experimentation with paragraph A of the 
OPTIONAL GAMES section. We know that the 
Advanced and Tournament games are balanced 
for players who don't play too often. Naturally, 
those who play frequently discover ways to 
achieve superiority which will not be learned by 
the general public who plays occasionally. Those 
of you who are true fans have learned to make 
the Lultwaffe unbeatable. Here's why this is 
possible. 

The Germans win because the game is too 
accurate! How is that for a rapid firs contradic- 
tion? Goering ordered his fighters to ignore 
American fighter escorts and concentrate on the 
bombers only. If the German player was forced 
to abide by Goering's orders in the game, there 
would be a different outcome. (To play out this 
situation, the close escort fires first at attacking 
fighters and extracts casualties before the surviv- 
ing attackers may trade shots with the bombers.) 
Because such a foolhardy tactic puts the German 
at a decided disadvantage, we wrote Ihe rules so 
that it would be impossible for the German to 
ignore the escort. We couldn't see any point in 
forcing the German player to limit his tactical 
options to loosing tactics. Players who rack up a 
string of German victories recognize the value ol 
fighter superiority and exploit it properly. This is 
something Goering forbid his pilots to do. 

Allied air commanders estimated that if the 
Germans had started using jets 6 months earlier, 
the LUFTWAFFE would have regained air superi- 
ority. The Advanced game shows what would 
have happened IF the Germans had gotten their 
jets as early as it was possible for them to get 
them. What happens on the gameboard is what 
would have happened in real lite if the Jerries 
had gotten their Jets sooner. While this is very 
realistic, it favors the Germans more as you learn 
how to properly employ the jets. The public 
thinks both sides have an even chance for victory 
because they do not play as often or as well as 



the hard core. Giving the Germans jets earlier 
makes them invincible when properly com- 
manded, but WHAT IF HITLER had been 
obeyed back in 1941 when he ordered jet 
production discontinued because he didn't need 
them? To find out, play the Advanced game 
without any jets at all. Where jets are authorized, 
use FW 190' 5. 

These alternatives we've suggested are not 
balanced games. They are not meant to be 
balanced for people with game expertise. They 
are designed to show what WOULD HAPPEN IF. 
For play balance instead of Historical accuracy. 
Paragraph A of the Optional Games specifies the 
proceedures to follow. "Diminish German produc- 
tion if he wins too easily or increase it when he 
loses too often." 

No two gamers have the same degree of skill 
and this made it difficult to determine the exact 
point of balance which is fairest for everyone. 
During the past months we've had several well 
known gamers working out the point at which 
the game balances for them. Although we've 
published their findings below, this does not 
necessarily mean that you and your usual oppo- 
nent will find balance at the same point as our 
investigators. Since your degree of skill must be 
greater or less than the investigators, their sugges- 
tions will hold little validity until you pit 
yourself against the same conditions they've tried. 

The investigators, almost to a man, determined 
that play balance was arrived at when the 
German Production rate was lowered to read, 
"German needs 9 undamaged factories to make 
one replacement factor," This was an adjustment 
to the original "4 for 1" requirement for the 
Tournament Game. Most claimed that this change 
applied also to the Advanced Game. 



Rule Revisions Now Available 

But this did not prove to be the end of our 
investigators' suggestions. Many other factors con- 
tributed towards the play imbalance ol the origi 
nal script Arid so thoroughly were they tested, 
and so great was their validity, that many of their 
play-balance changes have been incorporated in 
the second printing of the Instruction Folder, 
now available from the Parts Department for 50 
cents. (Make sure you ask for "Second Printing," 
otherwise you arc liable to get a copy of the 
original rules that may still be sitting around.) 

Our thanks for taking much of their free time 
to conduct these experiments go especially to 
Tyrone Bomba, Michael Forte, Michael Dean, 
Leonard Devine, Rodger Hart, members of Inter- 
est Group Baltimore with Randy Reed, and a 
host of guinea pigs whose names were withheld 
from us (because they were losers, maybe?). And 
of course, to T/Sgt Lou Zocchi who initiated the 
experiment under the program he titled, "Field 
Marshals' Handicap." 
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Panzerblitz Championship Situations 



by Lenard Lakofka, President IFW 

The 4th annual Lake Geneva Convention is 
history, The two day event, reported in the 
previous issue, promoted two major events; the 
Armor Team Game and the Panzerblitz Tourna- 
ment, h'ur those of you who couldn 'f attend, we 
are presenting those exact Panzerblitz Tourna- 
ment Situations (Games No, 2, No, 3, No, 4) for 
your replay. We are setting up the three situa- 
tions similar in fashion to the way Situations 1 
thru 12 are presented in the gome. Objectives and 
forces are purposely printed separately from the 
victory conditions . , , 



COVER STORY Tfijft 

that followed by the United States Army. Sepa- 
rate designations were assigned experimental and 
production vehicles. As an example, the German 
experimental tanks ordered by the Heereswaf- 
fenamt (German Army Ordnance Office) were 
designated as Vollketten-Kraft-Fahrzeug (full- 
tracked vehicle) and their prefix was VK, based 
on a system as follows: 

VK(X) 1234, where the initial VK indicated 
the Voilke.tie.n-Kraft-Fahrzeug: the IX), 
when used. Indicated the manufacturer: the 
first two digits (12) indicated the weight 
classification in tons; and the last two digits 
(34) the prototype number assigned thai 
series. Thus the VK 4501 was a 45 ton 
experimental tank and the first (01) of that 
development series. 

Near the end of World War II another system 
was adopted in which the VK prefix was dropped 
and the experiment! vehicles indicated by the 
prefix **E" and a series of digits, indicating the 
weight of the vehicles in tons. When the vehicle 
was standardized and adapted for service use, its 
designation was changed to Sonder Kraft-Fahr- 
zeug (Sd. Kf/,.) ami a serial number assigned. 
Along with this designation, the tanks were also 
noted as Panzerkampfwagens (Pz, Kpfw.), such as 
the series Pz.Kpfw. I, II, and III. 

Half-track vehicles all had model designations 
starling with the letters "HK" followed by a 
number. The basic chassis designation for such 
vehicles was Zugfulirer Wagen (Z.W.). 

The sell-propelled artillery were called Selbst- 
fuhrhifelle, abbrevialed ST. or Sfz. Dependent on 
the anti-tank vehicles' tactical mission, these were 
called Panzerjagerkanone (Pjk.) or Panzer- 
abwerkanone (Pak.) Some tank hunters or anti- 
tank vehicles were also called Panzerjagers 
(Pz.Jag.) with the gun carriages, Geschutzwagen 
(G.W.) The assault guns were called Sturmkanone 
(Stu.K.) 

This nomenclature was developed from the 
actual German names and was typical erf their 
custom of combining root words to form a new 
word. Thus, where Panzer referred to armor, 
Jagcr meant hunter, Wagen meant wagon or 
vehicle, and Kampf meanl war; the Panzer- 
kampfwagen (Pz.Kfw.) was an armored war 
wagon, 
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PANZERBLITZ Tournament Game No. 2 
Time Limit: 12 turns 



German — defense 

Board Configuration 



3 I I 



South 



Objective: Keep as many of the hill tops as possible on board one white holding hill 
tops on boards two and three secondarily. Avoid excessive losses. Judging 
will be by a point system. Keep track on a piece of paper of all hills lost and 
all units lost and have your opponent ok it at the end of turn 10, 

Forces: Set up on boards 1 and 2 only! 2 CPs, 2 150 howitzers, 2 50mm AT, 3 road 

blocks, 2 mines, 1 fortification, 4 rifle, 1 SMG, 3 trucks, 2 81 mm mortars, 
3 M IV, 1 MV, 1 SG III. Russian to enter from north edge. 
Note: enter losses of fighting units ONLY, do not count mines, road blacks 
or trucks. 



North 



PANZERBLITZ Tournament Game No. 3 
Time Limit: 10 turns 



German 



Board Configuration 



i 3 

3 Z 



Objective: Enter on north edge of board one and move armor off of south edge of 

entire board configuration; keep track of units that have exited and Units 
that have been lost. Do not count trucks or half tracks in either tabulation. 



South 



Forces: 



3 81mm mort., 2 eng„ 3 rifle, 3 SWIG, 4 trucks, 4V4 tracks, 1 wirblewind, 2 SG 
III, 5 M IV, 2M V, 1 M, VI b. 



North 



PANZERBLITZ Tournament Game No. 4 



German 



Board 
Configuration 



I 



South 



Objective: advance west if possible, otherwise hold a mobile defense keeping as much 
terrain with minimum losses. Keep track of all armor lost, Record the 
position of each armor unit, not dispersed, Dn turn 12; i.e. record Dn which 
board it is located (not grid number). 

Forces: Set up on the far eastern two boards only. 6 rifle, 3 SMG, 1 120mm mort, 
1 150mm how, 3 75mm AT, 1 Jgd Pz I V, 2 Jgd Pz V, 6 M I V, 2 M V, 

1 M VI b. 



The German and Russian objectives within each situation appear on separate pages to simulate the 
conditions at Lake Geneva where neither player was informed of his opponent's objectives. During the 
championship series, Situation No. 1 was not counted. Winners were determined from a point system in 
which overall totals were gleaned from play of Situations No. 2, No. 3 and No, 4, 



POINT SYSTEM (Victory Conditions) 

Game No. 2; Give the Russian one point for each German infantry or armor unit destroyed plus these 
points for hill tops captured by undispersed Russian units or through which the Russian 
was the last to pass: 104, 126, 107 1 point each; 129, 132 2 pts. each; 109, 127, 130 
3 pts. each; 135, 123 4 pts. each. Give the German one point for each Russian infantry 
for armor unit destroyed, (do not count wagons, Vi tracks, or trucks), 

Decisive German victory: Russian with 6 pts. or less 
Tactical German victory: Russian with 10 pts. or less 
Marginal German victory: Russian with 15 pts. or less 
Marginal Russian victory: Russian with 1 9 pts. or less 
Tactical Russian victory: Russian with 23 pts. or less 
Decisive Russian victory: Russian with 24 pts. or more 
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Russian attack 



Objective: Capture as many hill tops as you can, give preference to the ones on board 
one, but hills on boards 2 and 3 are of value. Keep track of each hill you 
capture and of each unit you lose, for losses count fighting units only — 
da not count trucks and wagons in the loss column. Your opponent is 
keeping a similar list. At the end of turn two compare lists. If there is any 
argument as to hill ownership CALL A JUDGE! The specific point value of 
hills is known only by the judge. Avoid excessive losses. 

Forces: 2 engineers, 2 recon,, 2 guards, 2 rifle, 6 wagons, 3 trucks, 2 SU 76, 2 SU 85, 

2 SU TOO, 2 KV 86, 2 JSU 122, 1 SU 1S2, 1 T34/85. Russian may enter on 
the two roads of the north edge of board three or the farthest west road on 
board 1. 



PANZERBLITZ Tournament Game No. 3 



Russian 



Objective: prevent German infiltration of this area and exiting from south edge of board. 
Avoid excessive losses. 

Forces: Set up Board one only: 3 rifle, 1 SMG, 1 120mm mort., 2 76mm AT, 

3 trucks, 2 T34/76, 1 T34/85. Board two only: 2 fortifications, 2 minefields, 
2 guards, t 120mm mortar, 2 SU 100, 1PA tracks. Keep track of all ARMOR 
that you lose and all infantry units (including mortars and AT groups). 



PANZERBLITZ Tournament Game No. 4 
12 turns 



Russian 



Objective: push the German back to the far eastern board, or reduce total German armor 
forces significantly with proportional losses. Keep track of each armor unit 
lost, count JSU, SU, KV, JS, and T34 only. Keep track of each armor unit 
that enters the far east panel and is still there at the end of turn 12 in fighting 
position (not dispersed). 

Forces: Enter on all roads on far western edge. 2 57mm AT, 1 120mm mort, 

1 122mm how, 2 engineers, 6 rifle, 2 guards, A wagons, 2 trucks, 2% tracks, 

2 JSU 122, 2 SU 100, 6T34/85, 2JSI!,2JS III, 2 KV 86, 2 SUSS. 



Game No. 3: Russian points: one per German ARMOR unit destroyed or dispersed in turn no, 12. 

German points: one per Russian ARMOR unit destroyed or dispersed in lum no. 1 2. 3 points 
for each German armor unit off south edge of board. 

Decisive German victory: German has 18 points Or more 

Tactical German victory: German has 13 points-17 points 

Marginal German victory: German has 8 poinls- 12 points 

Marginal Russian victory: German has 3 points-7 points 

Tactical Russian victory: German with zero-2 points or Russian with 1-2 points 

Decisive Russian victory: Russian with 3 Or more points. 

Game No. 4: German points: one point for each Russian AKMOR unit destroyed or dispersed in turn 
no. 12.5 points for each German armor unit on the far west board. 4 points for German 
armor unit on the far west board no. 1; 2 pts. each for German armor units on the eastern 
board no. 1. 

Russian points: one point for each GERMAN ARMOR unit destroyed or dispersed in turn 
no, 12; 4 points for each armor unit in far eastern board; 3 points for each armor unit in 
eastern hoard no. I; 2 points for each armor unit in western board no. 1. 



Only in Situation No. 3 have we altered from 
the original Lake Geneva script: here, it is 
extended to 12 turns; and one Russian T34/8S 
has been added. Otherwise, you will be playing 
exactly as if participating in the Lake Geneva 
championships. 

Here is how each side fared during the cham- 
pionships: Situation No. 2 produced 4 Russian and 
4 German winners; Situation No. 3 produced 3 
Russian and 1 German winner; and Situation No. 



4 produced 1 Russian and 1 German winner. 

For readers interested in more complete details 
on the championship series, and IFW information 
in particular, I invite your continued correspond- 
ence. 

Lenard Lakofka, President 
International Federation of Wargaming 
1 806 N. Richmond 
Chicago, Illinois 



Bismarck 
by Mail 



by Alan Augetibraun 

Although face-to-face competition is un- 
doubtedly more exciting and faster-paced than 
play-by-mail, not every wargamer has the time or 
energy available for the many hours (or days) 
necessary to complete most war-games when 
played in person. 

Avalon Hill fortunately recognized this prob- 
lem and wisely provided PBM systems for most 
of its wargame line. It is no mere conincidence 
then that the most popular wargames are also 
those which are playable by mail and hence most 
widely played. 

1 believe that almost any wargame can be 
successfully adapted to play-by-mail. This article, 
hopefully the first of others to come in the near 
future, is devoted to the game of Bismarck and 
its adaptation to play-by-mail. Bismarck, one of 
the three Avalon Hill naval games, contains the 
standard naval wargame elements of strategic 
search and tactical maneuvering while it is both 
short and simple to play. 

The rules that follow give the stcp-by-step PBM 
procedure for the game. Unless otherwise speci- 
fied, all AH rules for Bismarck remain in effect. 

AREA SEARCH; 

Step 1 : In their respective homes, both the red 
(German) and the blue (British) players move 
their ship counters on the search board. This 
starts the game. 

Step 2: On a postcard, Blue lists the areas in 
which liis counters lie and which he wishes to 
"call out." Blue mails this postcard to Red. 

a) If the Bismarck is not in any of the listed 
areas, Red so informs Blue, and play 
reverts to Step 1. 

b) If the Bismarck is in a listed area, play 
proceeds to Zone Search. 

ZONE SEARCH: 

Step 3: On a postcard, Blue lists the zones of 
the Bismarck's area in which he has his ship 
counters. Blue must also indicate what type of 
ship(s) he has in each zone. 

Step 4; When Red receives the postcaTd, he 
informs Blue of the results of his Zone Search. 

a) If the Bismarck's exact zone is not listed 
Red has not been "sighted." Play reverts to 
Area Search, Step 1. 

b) If the Bismarck's exact zone Is listed, Red 
has been sighted. 

1, If sighted by a carrier or cruiser, Ked 
must inform Blue of the Bismarck's 
exact zone location. Play then reverts to 
Area Search, Step I. 

2. If sighted by a battleship, play proceeds 
to Battle. 

BATTLE PROCEDURE: 

Step S; In their respective homes, Red places 
the Bismarck battle counter in the middle square 
of the Battle Board, and Blue places the counters 
for each of his ships that sighted the Kistrmrck in 
the Zone Search on any of the outer squares on 
Ihe Battle Board. (NOTE: For purposes of unit 
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location, label the northern most squares of the 
Battle Board from "A" in the northwest corner 
to "G" in the northeast comer. Next, label the 
sidemost squares from I to 7, starting with "1" 
in the northwest corner and finishing with "7" in 
the southwest corner. Using this grid coordinate 
system, the center square in which the Bismarck 
starts is D-4. The southeast square which 
contains the stern portion of the ship illustration 
is thus G-6. ship facings must be indicated by 
noting the bearings after the square coordinates, 
e.g., "G-4, N£," as in the accompanying dia- 
gram. ( 




Step 6; Blue records his ship movement on a 
postcard and sends it to Red. 

Step 7: Red records the Bismarck's movement 
on a postcard, He also indicates his salvo count, 
listing one stock for each salvo. If more than one 



target is involved, Ked must indicate exactly what 
ships he is firing at. 

Step 8: Blue records the results of Red's 
attack. He also indicates the British salvo count 
and lists one stock for each salvo. 

Step 9: Red records the results of Bine's 
attack. Steps 5 through 9 are then repeated until 
the Bismarck or the British ships are sunk or 
until a withdrawal occurs through Chance Table 
play. 

CHANCE TABLES: 

Search Board; If Blue has failed to locate the 
Bismarck, he has the option of playing the 
Chance Table. To save game time and unneces- 
sary postage, Blue may indicate on his Area or 
Zone Search moves whether he wishes to play (he 
Chance Table in the event thai he does not locale 
the. Bismarck,. Thus, in Step 2-a of the Area 
Search or Step 4-a of the Zone Search, Red 
would aiso inform Blue of the results of Blue's 
Chance Table play, if any. 

If Blue docs not wish to play the Chance 
Table, Red may elect to do so. In this case, when 
Red informs Blue of tile negative results of Blue's 

search, Red also lists a stock for the Chance 
Table, When Blue sends his next search move, he 
informs Red of the results of the Chance Table 
play. 



Battle Board: If Red wishes to play the Battle 
Board Chance Table, he follows the procedure 
outlined above. Red should indicate his Chance 
Table stock after Step 9 in the play procedure. 
Upon receipt of his salvo results, Blue informs 
Red of the results of Red's Chance Table play, 
Blue may then play the Chance Table himself at 
this time. 

If necessary, extra steps are inserted as dictated 
by the results of Blue's Chance Table play, after 
which game play reverts to Step 5. 

It should be pointed out heie that since the 
Search portion of this game depends very heavily 
on the integrity of both players. Bismarck will 
not be suiled to tournament play unless a thrid 
player/referee supervises all moves on a third set 
of game boards. Alternately, both players could 
maintain an accurate record of all moves for 
comparison at game's end. 

Despite this minor drawback, the above rules 
will provide a means of enjoying Bismarck 
through the leisurely PBM system, a chance all 
PBMing armchair admirals have certainly been 
awaiting. 

Alan Augenbraun 
1755 Ocean Parkway 
Brooklyn, NY 11223 



"...there never was a body of 15,000 men 
who could make that attack successfully" 



by Pau! McBrearty 

Being a Civil War "buff" (I dislike that word; 
let us say "historian") from my earliest days, and 
more recently an Avalon-Hill nut (here, there is 
no more appropriate word) - 1 went into the 
play of Gettysburg with interest, excitement, and 
enthusiasm. And thinking back on the few games 
I've gotten into compared with the more experi- 
enced Lees and Meades of the country, I can say 
that the game was well worthwhile. 

1 read an article not too long ago by Mr. 
Augenbraun, (Vol. 8, No. 1), which attempted to 
remedy the defects in the game he felt existed 
concerning victory conditions. I felt these same 
weaknesses and was moved to take pen in hand 
and make a modest attempt myself to help clear 
up the question, I may at times criticize Mr. 
Augenbraun's work, but I am under no illusions 
as to the difficulty or preparing an article 
containing both valid and workable solutions to 
the wargarmer's problems. Perhaps this article will 
only serve to fuel the furnaces of discontent and 
offer no real answers. I hope to at least en- 
courage interest and invite more worthy contribu- 
tions from others. 

It was nearing dusk for the second day upon 
the field and I, as Union Commander studied my 
surviving men, who were many, in their positions 
on the Round Tops, along Cemetery Ridge, and 
on Cemetery Hilt, in short, I had my artillery up 
and my postionsposition was elassicully excellent. 
My brother, posing the past hour as Robert K. 
Lee and dedicated to the proposition that all 
Yankees were skunks, had retained the best part 
of his army, losing perhaps in vital quality what I 
lost in expendable numbers during the first two 



day's fighting. He sat along Seminary Ridge, 
According to the rules, the South had to lake the 
initiative and attack or be lost. This would mean 
suicide Tor my brother with his relatively weaker 
force. I threw caution to the winds and told my 
brother he wouldn't have to knock himself out 
against my position for I would attack him, and 
have him whipped, I thought to myself, in short 
time. 

To get to the point, I went through a Pickett's 
Charge in reverse, losing my men, the battle, and 
lengthening the war for years, J was certain my 
forces were adequate enough to have over- 
whelmed my brother's line and beaten him if not 
easily, at least decisively. But I lost. 

As 1 mentioned earlier, Mr. Augenbraun of- 
fered some changes in the game which would 
have called for a Northern offensive. He fails to 
define what exactly an offensive consists of, but 
in any event he suggested this with the intention 
of depriving the Union of the option of sitting 
upon his defenses and forcing the South to attack 
as per the rules. Both sides would be induced to 
attack, and any other situation that did not result 
in elimination of one force or the Other, would 
be considered a draw. His other examples of 
cat-and-mouse play are highly improbable if not 
ridiculous and should be dismissed on that ac- 
count. 

11 is true that the South carries a burden in the 
game in that it musl attack easily defensible 
ground in the vincinity of Gettysburg. But I 
maintain this is as it should he. After thinking it 
over on may occasions I have come to the 
conclusion that the Confederate forces must use 
every opportunity they receive to deal death- 



blows to isolated Federal units while praying that 
the die leaves them with little or no casualties. 

Robert E. Lee was in Pennsylvania to do 
something. Above, all, he hud to accomplish some 
sort of victory. The burden of attack is with 
these men in grey. If they should leave the North 
having made no decisive action, their hope for 
victory in the war has evaporated. Lee was 
committing himself to a gamble, something he 
was well acquainted with. Lee's superiors were 
told they would have results, and some definite 
victory had to be obtained north of the Mason- 
Dixon Line to take the pressure away from 
Vicksburg and the last hope on the Mississippi 

Mr. Augenbraun hinted at a general Northern 
superiority in anus which early in the game is 
simply not there. The South has the upper-hand 
the entire first day. And artillery is the key to 
that strength. Why Avalon-Hill chose to give the 
Confederate more artillery in its game than to the 
Yanks is beyond me. In the actual engagement 
the Union had more artillery and used it more 
effectively. Anyway, the South must employ this 
early advantage to its greatest potential (easily 
siad, 1 know). I have not yet determined where 
the balance lies between exploiting this advantage 
and conserving your units. I shall leave this for 
others to theorize. 

In the game, the defender with sufficient 
numbers will be able to break a considerable 
attack upon his position and form an effective 
counter-attack. This becomes more important in 
later stages of the game when any Confederate 
dominance begins to wane as Union artillery 
arrives. The next time I find my Rebel brother 
perched upon any ridge in a situation that 
seemingly favors my launching an attack, I will 
pause, glance at my own ridge position and 
remembering Longstreet's words remark, "Well, I 
guess you've got your work cut out for you." 

Paul McBrearty 

104 S. Garth 

Columbia, Missouri 65201 
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This month's "Award Winner" is Norman 
Beveridge's fine article that first appeared in the 
July issue of Spartan International Magazine, 
reprinted here with permission from Spartan 
International, 4121 Long Beach Blvd. Long 
Beach, Cat. 90S07 . . . 



I look at ANZIO and thrill at the 
prospect of great battles with AV sit- 
uations and second combat carrying the 
lines at a lightening pace. X sit 
down and spend 45 minutes sorting 
counters and setting up. Three moves 
pass and the U.S. Army bogs down. A 
stiff wall of German units inhabit the 
hills and river positions. The U.S. 
player attacks and gets slaughtered. 
By Noverneber IV, 1543 the U.S. player 
has had it. He might continue the 
struggle for fifty more moves before 
the outcome of the game becomes inevi- 
table. But he quits because the game 
has bogged down and now he is bored. 
Six attacks at maximum odds of 1-1 all 
bomb out, losing 14 steps while the 
German lost S, plus only gaining one 
square. Granted, he did force the en- 
emy off that river position, but a re- 
treat of only two squares on a three 
square front re-established the solid 
defense line. During this time, the 
U.S. player replaced 12 of the 14 lost 
steps, while the German replaced all 
five and actually accumulated an ex- 
cess of five. All this with only av- 
erage die rolls! 

Obviously, U.S. strategy lacks 
something. His moves have become too 
stereotyped. (1) Invade Salerno. (2) 
Advance to capture Foggia. (3) Back 
to Naples. [4} Attack one key posi- 
tion at 1-1 each turn, once the Cerman 
finds a defensive position. {5] Pull 
wounded units out to take replacements 
sub in others to keep up the attack, 
(6) Hold some units at sea to keep the 
Germans worried, 

GARBAGE. Anytime the enemy knows 
what you are likely to do, he can meet 
you head to head and you have lost. 
Too many players lack inventiveness, 



Anzio? 



by Norman Bevendge, Jr. 



and their gaming record takes a nose 
dive as word gets around. So how can 
such an error be avoided in ANZIO? 

First let me assume that the rules 

in this Kame include ail optionals in 

Game III, Extra Units, and Game 

Variations with SRT For combat 

resolution. 

A key decision in the outcome of 
the game lies with the U.S. player in 
selecting the first invasion beach. 
Salerno is nice, and the Allies actu- 
ally chose it, but that does not mean 
it is the best site. First of all, no 
other beach is so far from the objec- 
tives necessary for satisfying the 
victory conditions. Further, the 
first turn advance of invading units 
could not capture enough of the good 
defense positions in the Pompeii-Avel- 
lino-Auletta-Vallo line to prevent the 
Cerman from bottling the invasion on 
turn one. Capturing the Vallo hills 
does little good, for the German can 
defend Cboli-Auletta-Sapri , and U.S. 
has abandoned the port of Salerno. If 
U.S. goes for both Vallo and Salerno, 
the German can counterattack and blow 
the Allied units right off the board. 
The one advantage at Salerno is the 
small chance of invasion reaction 
troops. This does not offset the loss 
of the I tali an units. 

Looking northward a bit, we see Na- 
poli. HG has the city and good place- 
ment of 16 Pz should severely restrict 
any ranger attack aimed at surrounding 
Napoli. That port must fall to the 
Allies if they want any chance of suc- 
cess, and an invasion right on the 
wharves can precipitate a battle very 
quickly. Probably only a small part 
of the Rome Garrison leaves the board, 
and the chance of invasion reaction 
remains small. The beach is still 
very far from Bologna, and except for 
the cramped positions below Vesuvio, 
this area is vastly superior to Saler- 
no, 

Set your sights a bit farther north 
to Mondragone. The invasion squares 
encompass a very important area of 
German defense. Invading units can 
occupy a cornerstone of the Cassino 
line, providing IS PzCr does not mind 
too much. Also Napoli lies exposed. 
Unfortunately, so do the initial posi- 
tions for the invading units, which 
invites a German counterattack. A 33% 
chance of invasion reaction troops 
loom over the area, though the Rome 
garrison could bottle them up and de- 
lay a counterpunch one turn. And the 
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beach is quite a ways from the south 
end, of which I will speak on later. 
This site is risky for both sides. 

Terracina enjoys the advantage of 
having no garrison. HG and IS PzGr 
flank Mondragone, and the German has a 
choice of covering Salerno, Mondragone 
or Terracina. Salerno and Terracina 
both have good defenses for the German 
so 16 Pz usually goes somewhere near 
Napoli. Too bad Terracina is so con- 
stricted. 2 Para and IS PzGr seal it 
off very quickly. Invasion reaction 
and Rome Garrison have the same effect 
as Mondragone. No room for expansion 
makes this site of little value for an 
intiial invasion. 

Termoli or Pescara could work, sim- 
ply because of the shock effect on the 
German player. Invasion reaction is 
very unlikely, but so is Italian help. 
At Termoli, Foggia falls by default, 
and at Pescara the Cassino line stret- 
ches a nit longer and weaker than the 
German might like. Slow buildup and 
1l capabilities hinder the Allied 
player too much for the German to take 
these area seriously. 

What can I say about Rome? A lot 
Df Italian help, and 67% chance of 
invasion reaction troops coupled with 
open positions points to one side or 
the other gaining a great advantage 
very early. Paratroop drop on Rome 
and a ranger attack force a German 
counterattack. Italians play havoc 
with German roads, bonus replacements, 
and capture of road junctions spurs on 
the Allied player. Happy 4th Df July! 
Cititavecchia might surprise the 
Germans and the U.S. player as well. 
Unopposed landings north of Rome look 
nice, but lack of defense and slow 
buildup make this area more risk to 
the good guys than it is worth. Same 
applies to GrossetD. These areas 
could turn out very important as sec- 
ond invasion areas. 

Cecina invasion could capture Liv- 
onia, but then why not invade the Liv- 
orno beach? Nearness to North Italy 
units and probability of invasion re- 
action could kill the U.S. chances 
from the start. Also, 94 Inf at C-13 
makes a Cenova invasion just as unten- 
able. 

II of 10 (+3 for paratroop rules*! 
makes Rimini look sick. Italian units 
melt away, but very few invasion reac- 
tion troops appear. 2R SS and 24 Pz 
come automatically, though, and if the 
invasion fails kiss good units good- 
bye. Remember that no good airbases 
full easily to the Allies when they 
invade north of Rome, 

The choice of an invasion area is 
tough. If you know what the rest of 
your strategy involves, pick the inva- 
sion area best suited to it. Avoid 
choosing an area and then looking fof 
a strategy. 

Tactics used in the invasion can 
spell success for a few turns Or an 
early defeat. Often the best idea is 
to avoid combat on the first move un- 
less high odds are possible. Even 
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then the possible losses must come on- 
ly with a gain of a very good position 
or the attack is worthless. Most are- 
as have such low IL values that no 
steps should be risked. Second combat 
might look inviting, but do not forget 
that at the end of your move the Ger- 
man can attack you in return. Always 
keep in mind that the first turn a- 
shore presents the best chance for 
German reaction, and the invading un- 
its must have some protection. This 
brings up a very common question: 
should the Allied player place units 
in two weak stacks in adjacent posi- 
tions which the German cannot surround 
or should he make one strong stack 
that Jerry can outflank? I would 
choose the last configuration. The 
following example shows why: 

Allied units in question: 56 and 
78 Br. inf. German units available 
for counterattack: 1 Para, 24 Pz, 
16 Pi, HG, IS PiGr. Other German un- 
its used to seal off the beachhead. 
Possible positions for the U.S. units: 
P-60 or P-61 or both. The attacking 
Germans can reach almost any of the 
following squares: P-59, 0,-59, Q-60, 
Q-61, and P-62; also P-60 and P-61 if 
the U.S. units are not there. If U.S. 
holds both, German attacks like this: 
1 Para, 15 PiGr, 26 Pz, HG against one 
unit at 3-1 odds. 16 Pi against the 
other at 1-2 odds. With ERS units in 
the stacks to absorb any losses, the 
3-1 will likely leave a big stack ad- 
jacent to the other British unit. If 
the 1-2 works, scratch two divisions. 
Second combat on the second unit could 
move the stack down to the beach. I 
admit that the chances of this arc 
small, but well worth a try for the 
German. If the Allied player would 
stack the two together, the attack 
would be only a 1-1 surrounded. Jerry 
has much less chance of coming to the 
heach, although the U.S. player must 
then extract his two units. Low odds 
and a greater chance of high losses 
probably will deter the German from 

making the attack. He may even find 
some of his own units surrounded, or 
the U.S. player may breakout somewhere 
else. Further, IF the U.S. player 
chooses P-61 for the defense, only 
29 PlGr can make P-62, and Jerry might 
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find that unit destroyed and the two 
divisions estracted. I doubt that if 
some invasion reaction troops did not 
come the German could make the 1-1 at- 
tack. If they do come, then the big 
U.S. units arriving Sept. Ill and 
South End Option units would outflank 
the Germans and kill him. This is on- 
ly one situation, and quite a few IP's 
are involved, but I think this illus- 
trates my point. 

Another crucial decision comes on 
the second turn when the Allied player 
must dunide on what units to use for 
Bll. Strong units usually come on, 
naturally, rather than more numerous 
weak units. This follows the idea set 
forth in the previous example that one 
strong stack beats several weak ones. 
Some situations may demand a large 
number of units tu cover the positions 
gained in advance. But be careful. 
Those rinky-dink brigades disappear 
fast! 

Also, I think an injustice is done 
to the Allied armored brigades. I a- 
gree that two is realistic for inva- 
sion points. Tanks do take much more 
room than infantry on the landing bar- 
ges. But a more realistic stocking 
value far these units would be 1 1/2. 
Gount this as two for the first unit 
but only one for the second. A stack 
of four (lieu costs six stacking points 
rather than eight. A maximum of five 
could occupy the square. The differ- 
ence is small, but it makes a great 
difference in the usefulness of the 
units. 

Anytime an invasion comes in any 
area south of Rome, exploitation of 
the South End options could mean the 
difference in the game. Besides help- 
ing to get more units on the board 
than otherwise possible, use of this 
rule forces the German to delegate a 
number of units to bottling up the un- 
its, or else he will soon be nut flank- 
ed and cut off from Rome. They gener- 
ally have little value for invasions 
north of Rome. They generally have 
little value for invasions north of 
Rome. I would go either way at Rome. 
Advance of southern units might force 
the Germans to abandon Napoli and may- 
be turn his flank, but it might also 
leave the U.S. invasion units outnum- 
bered beginning turn three, which 
could spell disaster. 

Breaking out from the beachhead on 
the second or third turn causes many 
players problems, including me. Quick 
expansion through a small hole could 
leave several units cut off if Jerry 
counterattacks and closes it up. More 
often one of the enemy units on the 
shoulder of the hole presents an easy 
target. I would not suggest hitting 
any units at less than 3-1 odds and if 
I could not, I would exploit the hole, 
but very cautiously. Often when no 
hole exists, a small stack or single 
unit may provide the Allied player the 
means of creating one. If two such 
positions occur on one turn, take the 
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one with the higher odds, even if it 
means moving south instead of north. 
Jerry's big weakness is replacing los- 
ses. Early in the game he can hardly 
afford to pull units out of the line. 
The extra casualties you cause by go- 
ing the wrong way may provide another 
excellent target on the next turn. 
Even when a higher odds attack works, 
take care when deciding to make a se- 
cond combat attack. Where will the 
units end up after the attack? And 
will the results he better if you at- 
tack rather than simply moving adja- 
cent and forcing the enemy to attack 
or withdraw? I.E., can the U.S. risk 
the possible loss? In most cases, 1 
doubt it. 

This docs not mean that the U.S. 
player should play chicken. If a ris- 
ky advance through an AV hole or a- 
round a flank or maybe the chance for 
advance after second combat would cut 
off German units and still give the 
surrounding Allied units a fighting 
chance to survive, I say take it. One 
side or the other may end up with fa- 
tally crippled units, but either way 
the U.S. side gets more replacements 
and should recover sooner than the 
German. Such a chance is rare, unless 
the German is tupid, and then he de- 
serves to lose. 

A time will come when both sides 
have lines completely across the pen- 
insula. The German may still retreat 
in front of the Allied player. Take 
care that the Allied units do not ov- 
crextend their lines. The Allied 
player may feel that he can gain plen- 
ty of squares without an attack which 
could cost steps. This idea can cost 
the Allied player dearly. Besides 
letting the German have two moves to 
set up a position, he has at least one 
turn free of attacks to replace losses 
If the Allied player risks only one 
well-selected attack, he can force the 
German to continue falling back rather 
than solidifying his line. Here is 
where the Allied player wins or loses. 
NEVER leave the Germans alone for even 
one turn. He may even take the offen- 
sive! 

Never have I seen an ANZIO game 
played in which the German could not 
form at least one fortress line and 
hold for many turns. Here is where 
the German wins. If the Allied player 
can hit a square anywhere along the 
lines at 3-1 or better, do it! This 
may be the only chance for breaking 
the line without an invasion. If not, 
pick an unfortified spot and attack it 
at 1-1. Choose the stack with the 
least steps in it, unless that posi- 
tion is meaningless to the German de- 
fense. Avoid 2-1 attacks unless you 
are very desperate. Often one spot in 
the German lines can force the Germans 
to retreat if lost. 

Find it! Look over the situation 
from an unattached view. Maybe a neu- 
tral result on the SRT calling for 
neither side to retreat will leave 
your units next to a road which any 
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reinforcements must come down. Maybe 
the loss of one step will invert a un- 
it. Maybe a one square advance will 
cut off part of the German units be- 
cause of adjacent High Appenines 
squares. If two such places exist, 
attack in both places. Success in on- 
ly one of them will cause the German 
to sweat. The biggest mistake the Al- 
lied player can make is to let up the 
pressure to replace units with only 
one step gone. These units can take 
many more losses than you imagine! 

But of course the easiest way for 
the Allied player to break a fortress 
line is with an invasion. Terracina 
or Pescara could break the Cassino 
line fairly easily if accompanied by a 
big push in some coordinated area. But 
if the German has any junk to spare he 
generally covers all the close beaches 
For this reason the Allied player must 
choose an area far away from the line. 
Try finding an area far enough away 
from the Axis reserves to be secure, 
yet important enough to force the Ger- 
man to pull at least a few units off 
the line. Roma would hurt the Cassino 
line by cutting off the major roads. 
Cititavecchia or Crosseto would break 
a Rome line because it outflanks the 
positions and threatens isolation, flow 
much to send in causes special prob- 
lems. Enough should be sent to secure 
the area and cause damage to the Ger- 
man. Too much might weaken the front 
lines enough for a German counterat- 
tack into Naples or some other impor- 
tant port. Too little may needlessly 
lose units and have little effect on 
the German front. 

I think I should end with some com- 
ment on Genova. If some opportunity 
presents itself for an invasion by 
some relatively minor units which can 
grab good positions in the hills with- 
out combat, do itl Isolating Genova 
often causes the Allied player to lose 
If the German gets too far behind he 
may concentrate on holding the Genova 
and Verona areas, counting on counter- 
attacks to hold onto Verona to the 
end and maybe even opening the north- 
east edge to Genova. Usually the Gen- 
oa Garrison units stay too close, plus 
several North Italy units within 10 
squares to make this move practical. 

The main idea of this article is to 
suggest that the U.S. player not waste 
too much time rebuilding units that 
have taken a one step loss rather than 
attacking. The German not only must 
withdraw to replace losses, he has 
very few replacements! Keep the pres- 
sure on him and he will run down very 
quickly. But be aware that one messed 
up attack can cost many many issues at 
the wrong time, Montgomery, Britain's 
greatest general , preferred to build 
up and unleash all at once, then stop, 
build up, and unleash again. Patton 
preferred to push steadily along, and 
never give the enemy a moment's rest. 
Both strategies may work in most cas- 
es, but I cast my vote for George in 
ANZIO. 
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Dissimulating the Art of War 



by R. E. Fauber 



Simulation is not a very dependable way of 
understanding human behavior and should be 
regarded with the greatest suspicion. What a 
simulation tests is not alternative courses of 
behavior and outcomes in real situations but only 
alternative courses of behavior and outcomes 
possible within the framework o! the assumptions 
of the simulation designer. It is all an Alice-in- 
Wanderland world. Depending on the quality oT 
research and design it may be very like the real 
world, but it is still not the real world. The 
outcomes, then, have no scientific validity and 
suggestive value only in some cases. 

One of the least valid attempts at simulation 
appeared in The General, Vol. 8, No. 2, J.E. 
Pourncllc's "Simulating the Art of War - Part 
III." From the beginning we may justly question 
whether he is descuhing Napoleonic warfare as it 

was or as he wished it had been. He insists that a 
bayonet charge "generally carried everything be- 
fore it: IF the preparation had been sufficient," 
It is well that he puts "if" in all capitals. IF the 

enemy infantry were already shattered by artil- 
lery and under pressure From the Flanks, they 
would give way. IF there were no units available 
to support them, they would stampede. The 
charge was not the moment of glory: it was just 
the unfortunate tactical finale needed to effect 
breakthrough. Neither was the bayonet much of a 
killer, David Chandler in The Campaigns of 
Napoleon asserts that they were best employed at 
the Pyramids when benl into fish hooks to 
retreive Mameluke corpses from the river for 
plunder's sake. 

Marshal Bugeaud described a charge where the 
preparation had not been sufficient: "About 
1,000 yards from the English line the men 
became excited, called out to one another, and 
hastened their march; the column began to 
become a little confused. The English remained 
quite silent This steadiness invariably pro- 
duces an effect on our young soldiers The 

contrast was striking; in our innermost thoughts 
wc all fell the enemy was a long time in firing, 
and that this fire, reserved so long, would be very 

unpleasant when it came At this moment 

of intense excitement, the English wall shoul- 
dered arms; an indescribable feeling would root 
many of our men to the spot .... The enemy's 
steady, concentrated volleys swept our ranks; 
decimated, we turned round seeking to recover 
our equilibrium," then the English charged, scat- 
tering the grognardi in all directions. 

One also has to demur about the pursuit of a 
broken enemy by cavalry causing more casualties 
than the main combat phase. During the initial 
phase of disintegration the attacker's kill would 
increase sharply, but the main point of pursuit 
was to accentuate disintegration, to prevent units 
from reforming. Their presence was most power- 
ful as an inducement for soldiers to toss away 
their muskets and packs the better to run away. 
Such a pursuit, however, could hardly be effected 
until the whole army was broken and routed, an 
extremely rare occurrence. 

Pournelle's tentative rules for Advanced Water- 
loo also leave one with questions. His slacking 



rule is inane. Armies regularly deployed 20,000 
men in hall mile squares. At Bautzen in 1R13 
MaTmont delivered a charge with his VI Corps, 
two divisions of the Guard and two divisions of 
cavalry in exactly such an area. At Waterloo 
Lobau, the Guard, and Jacquinot's cavalry divi- 
sion formed up in a hali mile square, Marcugnet's 
4,200 man division assaulted Wellington on a 
front of 200 yards and at a depth of 52 yards. It 
was a dumb thing to do, but rules ought to 
permit plausible stupidity. 

It is equally a mystery why Pourndlc wants to 
permit cavalry to charge artillery before the 
artillery gel lo shaol, nor why the only riposte 
allowed is a counter-charge. Cavalry should be 
permitted to charge but so as to absorb losses in 
place of infantry. At Waterloo the cavalry charg- 
ing the English line were pelted by case and grape 
until the moment, whereupon the gunners with- 
drew into the red-coat squares, and the infantry 
completed (he execution. When the cavalry re- 
treated, the gunners resumed their posts and 
hastened the horsemen on their way. Even unsup- 
ported artillery crushed cavalry as Senarmont's 30 
guns managed handily at Friedland. 

Section 7 about headquarters units contains 
certain peculiarilies, but the most glaring is giving 
a bonus to stacks fighting in the presence of Ney. 
Ney's conduct on that day indicates that any 
units he influenced were led to commit multiple 
idiocies. It would be better for the French lo 
create a mistress counter and keep Ney in 
Charleroi with her. 

The supply rule is illogical, The French infan- 
trymen customarily carried fifty cartridges on 
their bodies. By the time thesi! were used up 
their muskets were so fouled that they couldn't 
tire anyway. In a three day span the need for 
supply was minimal except for the artillery. 

The advantage of slightly over-lapping a line is 
too great; forming front to flank was a standard 
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procedure. For a flank attack to have its dislocat- 
ing effect it should deploy along a (wo mile line 
as did Davout's decisive maneuver at Wagram. 

Puumelle is justly insistent that the ideal game 
needs to reward the skillful use of combined 
arms, but he overstates the A-H games's derelic- 
tions. In the A-H game infantry attacks ought 
always to be supported by cavalry. The difficulty 
is thai most of the killing the attacker did in 
infantry engagements was the result of the artil- 
lery. One might perhaps subtract from the attack- 
ing effectiveness of units not supported by 
artillery and modify the zone of control rule lo 
neutralize at least Ihe frontal zone of control for 



infantry units not supported by artillery. 

After Ihiil we would have lo come up with a 
new combat results table, after which we would 
pump in some other modifications. The game 
would become nothing but rules with no flexibil- 
ity, Human ingenuity would be expunged. The 
winner would be he who best understood the 
rules and conformed; the cxcilemenl of the game 
would set the formaldehyde in your veins to 
boiling. Certainly the contrast between this com- 
plexity and probably the most profound of ail 
the strategy games could not be greater. The 
Japanese game of Go has only one rule. Beyond 
that the mind is free. 



As it is, Waterloo is a good game. There is a 
tension between the armies because each has 
strengths and weaknesses. It also has the "favor" 
of the real event. This is not only my opinion 
but also Ihe view of my favorite opponent, Ihe 
"Revolution and Napoleon" historian at Sacra- 
mento State College, A lit tie flavor is all one 
should ask of a game. If we are "to hear the 
drums roll, feel the earth . . ." we should at least 
be willing as the losing Napoleon to spend five 
years exile on Catalina Island in penalty. 

P.. E, Fauber 

6601 Moraga Drive 

Carmichael, Cal. 95608 



French Tactics in 1914 



by Louis J. Jerkich 



French Tactics is a followup on Jerkich '& 
fine article in the previous issue (Vol 8, No. 3) 
dealing with French Strategy in 1914. Last 
month. Jerkich told you what to do. This month 
he tells you how to do it . . . 

In 1914 the Germans have a superiority in the 
number and strength of combat units which, if 
used correctly, can break a deadlock and bring 
ruin to the French. The latter, however, can 
offset this German superiority by the use of 
various tactics. 

Terrain: In defense, the most important con- 
sideration of the Allied Commander is how to 
make the most advantageous use of terrain. It is 
of practical value lo defend on terrain which you 
can't be forced to leave, such as rough terrain, 
forests, rivers, and ridges. A fort, as long as it 
holds out, is valuable on any kind of terrain. 
Unless a square is vital to the French line and 
replacements are available, care should be taken 
not to leave units on clear terrain surrounded by 
any form of non-clear terrain. Units would thus 
have to lose two steps when attacked successfully 
by the Germans. For example, units in Delfort 
(with the forts destroyed) or on CC-25, arc very 
vulnerable to loss. 

In addition to these factors the French must 
secure their flanks and try to form as short and 
easily deferrable a line as possible. In the event 
that the Germans take Liege or cross the Meuse 
inlo Belgium, the French will be able to form a 
good defensive line from the Antwerp forts to 
Brussels along the river, then across to the forest 
square, through Charleroi to AA-14, and then 
south to Givet. This line can be formed in two 
turns and should be held as long as possible, even 
taking a two-step loss on the square south of 
Brussels to prevent a German breakthrough. 

The central portion of the Allied line, although 
short, is extremely important. A breakthrough 
here by the Germans would split the Allied line 
in two and could force both Hanks to withdraw a 
considerable distance in order to form a new line. 
The defense of the center is best done along a 
Straight line extending from Givet to the square 
northeast of Longwy. French forces cannot be 
forced from these border squares and their line 
would be both short and strong. This line also 



allows the French to move units along the 
important railroad which parallels the Meuse. If 
the Germans haven't invaded Luxemburg at 3east 

one of the French-Luxemburg border squares 
should be held as long as possible to prevent easy 
lateral movement along the German line. 

In the south there are many combinations of 
defensive lines possible ... just don't let the 
Germans get around your flank. 

The 2-4-3 Divisions: The French 2-4-3 divisions 
are very useful when used to relieve front-line 
units needing replacements. They are best used 
along portions of the line which are under heavy 
attack and good use of them as relief troops can 
completely frustrate a Ccrman assault, no matter 
how massive it may be. 

The Belgian Army: In the event that the 
Germans first cross into Belgium and build up 
east of the Meuse, the Belgian Army should move 
forward to a line behind the Meuse between 
Liege and Namur. When the Germans finally cross 
the Meuse, they will be in a position to slow 
down the Germans until the French urn form a 
defensive line. 

Allied Counteroffensives: When the Allied 
Front is about to crack under German assaults 
what can the French player do? Retreat? Yes, if 
there is good defensive terrain behind himself and 
he has the ahility to hold this second line. 
However, in certain places a retreat by the 
Fiench can open up new victory points to the 
Germans. 

Should he stand firm and pray that his line 
won't, indeed, be broken? Possibly, but this 
could lead to a German breakthrough which no 
second line could repair. 

Should the Allies surrender? Never!!! As 
General Foch once said, "The will to conquer is 
the firsl condition of victory." (Guns of August, 
P- 49.) 

The only alternative then is to do the most 
unexpected thing - counterattack! Counter- 
attacks should not, however, be premature. There 
ought to be some goal in the player's mind when 
he attacks. This goal or objective can range 
through a gamut of reasons such as recapturing 
key cities or economic squares, re-establishing 
oneself on good defensive terrain, halting an 
enemy attack, or eliminating weak enemy forces. 



These last two objectives are most likely to 
have the greatest effect in Belgium or northern 
France. Here, in the clear open terrain, it may be 
possible to nol only push back a German advance 
but also, with judicious attacks, to isolale enemy 
units and destroy them. 

There are two critical points to look for as a 
signal to launch a counterattack, One is to attack 
when it's least expected. There is a tendency for 
the offensive player la suddenly revert to the 
defensive when faced with an unexpected 
counterattack, He can be temporarily thrown off 
balance to the point of thinking defensively for a 
few turns. A sudden counterattack may thus give 
Ihe defender a hreather. The other point to look 
for is when many of trie German "A" and "R" 
Corps have only two steps left. A counterattack 
Ihcn, even if it means taking a risk, could put a 
number of enemy units down to their last step, 
This will precipitate a German panic and wilh 
drawal, enabling the French to regain ground and 
hopefully destroy a few enemy units. (The loss of 
even one "A" Corps hurts!) 

For example, if the Cermans arc pressing the 
Allies hard on the Antwerp-Brussels-Charlcroi- 
Givet line, an allied counterattack could leave a 
number of German units with only one step left 
and cause a German withdrawal. Pressing the 
attack, the French could hope to trap the 
Germans with their backs to the Meuse, leaving 
no opening for retreat. The tables would be 
turned, indeed! 

The British and Belgian units are best used in 
counterattacks. Since these forces have little or 
no replacement rales, they are very vulnerable. In 
counterattacks they should be combined with 
French units, so that the French forces can take 
any losses, leaving the Belgian and British units 
intact. These units are easy victims when left 
alone to hotd a square. 

French Artillery is also good to use in counter- 
attacks, as is cavalry. The latter can be used not 
only far cutting off the retreat of enemy units 
but also for holding a square from which a 
successful attack was made, so that the victors 
can advance without fear or being cut off. 

While the gains from counterattacks can be lost 
again, the German player will Tall fur behind his 
timetable and the French will buy time for 
executing their own strategy. 

When you win a game of 1914 you have a 
sense of accomplishment unequaled in any other 
game. So go out and accomplish something! 

Louis J. Jerkich 

418 E. 274th Street 

Euclid. Ohio 44132 
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Decision Analysis for Wargamers 



(First of Two Parti) 

by Mathew S. Buynuski 

For the hard core wargamer whose "minor" is 
Applied Mathematics, Buynoski has just the thing 
to turn you on. Here b the first of two parts in a 
short series on decision analysis; boiled down 
from notes he took of a quarter-length graduate 
course and applying it to wargaming. Stii Onward 
into modern optimization mathematics . . . 



Wargames are really a series of interrelated 
decisions of how to best apply one's resources 
against the enemy in the uncertain atmosphere ol" 
enemy actions and the die. Such resource alloca- 
tion problems are the domain of the branch of 
applied mathematics known as decision analysis. 
In its fullest form, decision analysis draws from 
advanced probability and utility theories, uses 
masses of computet time, and is used to solve 
problems involving hundreds of millions of dollars 
worth of investment decisions. 

We will be concerned here with the basic 
aspects of the discipline and apply them to 
wargaming. The mathematics will be kept as 
simple as possible and we will stress more the 
basic ideas than wizardly tricks from math books. 

The Kasic: Ideas 

Like any discipline, this one is founded on a 
certain central idea. The primary one here is that 
decision analysis is nothing more than common 
sense, set down and codified. It seeks to lake the 
decision process from hunches and unconscious 
calculations onto a piece of paper where we can 
apply logic to it. Much of what is in decision 
analysis actually occurs each time we make a 
decision, although we do not follow a strictly 
logical process in the subconscious. 

The next basic tenet is that no mailer how 
much you try with statistics, yuu can not remove 
the basic uncertainty from a situation. Many 
people fool themselves in this regard. 

Basic tenet No. 3 is that a good outcome does 
not imply a good decision, nor does a good 
decision imply a good outcome. Now that sounds 
as if the practitioners in the field are leaving 
themselves a ready excuse, but what it really 
means is an extension of the previous tempt Thai 
is, if we analyze a problem correctly and take 
account of all the possibilities, and still Fate 
decrees against us, we are not at fault. Decision 
analysis can no more remove uncertainly and the 
probability of bad outcomes any more than 
anything else; what it will do is guide us to the 
choice of alternatives which gives us the best 
chance of success. 



Tenet No. 4 is that values can be placed on all 
the outcomes in terms of a single measure (like 
dollars, or combat factor). You may balk at that, 
many do, but with imagination it can be done - 
a difficult chore and good mental exercise, but 
solvable. We will need this ability in order to 
make choices between different outcomes. 

Tenet No. 5 is that we believe that the axioms 
of probability theory and utility theory arc valid. 
You can get some arguments on semiphilosophi- 
cal grounds here: I will avoid all that by saying 
that it works in practice very well. No better 
model has been proposed. 

The Tools of the Trade 

A decision analysis usually consists of four 
phases: 

1. Deterministic 

2. Probabilistic 

3. Value of information 

4. Decision 

The first is outlining and modeling the basic 
structure of the problem: what are the alterna- 
tives, the possible outcomes, the values to us of 
the outcomes, the sequence of events, and so on. 
We musl make every effort here to simplify the 
real situation in a model without removing the 
basic flavor of the problem. 

The second phase is where our own experience 
and knowledge are mixed in; wc musl estimate to 
the best of our knowledge how likely each 
outcome is for each choice of action. This is 
where we play General Staff for ourselves. 

The Information value phase is of small use in 
most wargames. It might have applicability in 
advanced, limited-information wargames, but not 
enough to merit any discussion here. It also 
requires more mathematics than I wish to go 
into; those interested will have to consult the 
reference. 

The last phase is the decision itself. 

Through this process, we will need four tools: 

1 . Modeling a complex situation 

2. Value Assignment 

3. Probability estimation 

4. Risk averral assessment 

Modeling. Our first task is to take a real 
situation and condense it until only the essentials 
are left. Things otherwise became bogged down 
in needless minutne. For example, if we are 
considering how many of 100 available units to 
commit, we do not have to consider all 101 
theoretically possible alternatives (0, 1, 
2, ...100). The structure of the problem will 
normally narrow things duwn into fewer alterna- 
tives. For instance, we might commit everything, 
none of it, conduct a feint (say 10 units), or try 
a minor, limited offensive (50). That may exhaust 
all the viable alternatives without quibbling over 
whether 49 is a better number than 50, You 
must do this kind of pruning as much as possible 
in order to make the problem manageable. How- 
ever, oversimplification is to be avoided; the 
essential elements of the problem must not be 
lost, If they are, the analysis is worthless. 



After modeling the alternatives, we must con- 
sider outcomes. Each significantly different out- 
come of a course of action must he listed, 
including those that are not too likely. The 
probability estimation will be done later, not 
now. 

Value Assignment. When the outcomes are 
specified, we must place values on them in terms 
of a single measurement (like combat factor or 
victory points). One usual method is to ask 
yourself how much of your resources you would 
give up in order to achieve a certain outcome. 
Another one is to use some intrinsic value of the 
outcomes if there is such. In games with victory 
points, this is often a superior method. Let me 
emphasize that it is not always easy to reduce 
everything to value terms, but with a little 
thought on what an objective really gains you, it 
should be possible. 

Probability Estimation. Now we come to the 
point where our military experience and judge- 
ment is called upon. Considering the forces, 
terrain, length of front, etc, etc, we must make 
our best estimates as to how likely each outcome 
is for each alternative. If their probabilities are 
very small, we may choose lo drop some out- 
comes here. A caveat though, do not go "prun- 
ing" too drastically! You must also be as accurate 
as you can in your assessments, remembering 
there are no "right" and "wrong" answers here, 
only differences of opinion, Hopefully, you will 
come up wilh realistic estimates of the chances 
for success and failure; the validity of the whole 
process rests on it. 

Risk Averral Assessment. Unless you arc a rare 
animal known as the expected-value decision- 
maker, we need to go into personal risk prefer- 
ences. There is a natural tendency in all of us to 
magnify the effect of bad outcomes, a trait called 
risk averral. It is not necessarily a bad habit: too 
much will sap initiative, but too little is just as 
bad as it leads to more frequent disasters. 

II' someone offered you a choice between being 
given X dollars or flipping a coin with SI 00 for 
heads and $0 for tails, how large would X have 
to be before you become indifferent between the 
two? If you answered 150 (the expected value of 
the coin Hip, or lottery) Ihen you have no risk 
averral; if X is less than $50, you prefer to avoid 
risk; if X is greater than S50, you prefer to take 
risks. The amount of the difference between X 
and 50 is a measure of how much you avoid or 
prefer risk. 

Such tests of a certain equivalent (X) versus a 
risk-containing lottery (coin Hip and associated 
payoffs) are how one measures his utility curve. 
The lottery has a different value for each of us, 
instead of a rock-solid, measureable real value. 
When wc evaluated outcomes earlier, it was in 
terms of real values: combat factors, victory 
points, or whatever. Now we have a way of 
weighting these real values in the face of un- 
certain lotteries, and it is the utility. 

To codify your risk averral, you take a scries 
of tests similar to (he com flip nhove. See Figure I. 
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Each of the sideways V's with the dot at the 
notch represents a lottery, with the numbers iH 
the ends being the rewards, and the numbers on 
the branches being the probabilities that that 
particular branch will be selected by Fate. The 
number to the left of the double-headed arrow is 
the cettuin equivalent, the amount which you 
would take instead of playing the lottery. 

Starting out, set the utility of 100 value units 
(you may use another number, positive, and 
replace 100 by that number, if you desire) at I, 
and the utility of zero value units to zero. That 
we can do this is assured by utility theory. There 
are now four (or more) lotteries to be done. Start 
out by asking yourself whal X make you indif- 
ferent In the ^ero-one hundred lottery^f). Plot 
this value X versus a utility of '/i, as on Figure 2. 
Now ask what amounts Y is equivalent to a 
7.ero-X lottery, (?), and plot that value versus a 
utility of % Do an X-100 lottery and plot the 
result, Z, versus a utility of 44. To interpolate 
downward, determine what negative value, W, 
makes a W-100 lottery have a worth of zero to 
you. Plot W versus a utility of minus 1. These six 
points should be sufficient to draw a curve, from 
which you can read oTf the utility on the vertical 
scale, of any number of value units on the 
horizontal scale. See Figure 2. 

Further points can be computed by taking any 
two known points bracketing the desired point, 
setting up a lottery likc(T),(2), or(f). and plotting 
the certain equivalent you think the lottery is 
worth versus a utility value equal to the average 
of the two utilities of the known points. To 
extend the range, use a lottery likefT). with one 
known point at the end of the range, and one 
inside the range. Then ask yourself what value 
makes you indifferent between a certain equiv- 
alent of the end-range point and a lottery of the 
inside-range point and the unknown point. The 
utility U of the new point is equal to: 
U = 2(U ep -MJ jp ) 

where U ep is the utility of the end-range point, 
and Ujp is the utility of the inside-rangK point. 

Let it be noted that utility preferences (the 
curve in Fig. 2) can change with time. This one 
represents a "norma! situation" curve. If you're 
desperate, things can change your preferences. 
That's human nature. The most common curve- 
shape is bulging slightly upward, which indicates 
some risk averral. If it sags in the middle, you fill 
inside straights. If it is a straight line, you arc an 
expecled-value decision-maker, totally indifferent 
to risk. 

All our tools being in hand now, we would 
normally proceed to the information value phase 
of decision analysis. But since this is marginally 
useful to wargamers, we'll skip it and proceed to 
the t'ianl phase, the decision. 

The alternatives and outcomes can be repre- 
sented as a tree like Figure 3, where: 

1. The box represents a decision point, and 
branches are alternatives. 

2. The dots represent lotteries, and the 
branches from them represent outcomes. The 
numbers on these branches represent probabilities 
from the probability estimation phase. The num- 
bers at the tips of the tree are the values of the 
outcomes in our measurement of combat factors 
or whatever, 

3. The Roman numerals represent a numbering 
of alternatives — bookkeeping. 
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First, we convert all the lotteries into utilities 
by looking up the utility of each value and 
replacing the value by the corresponding utility 
Then we reduce each lottery we can, those with 
no further dots or boxes beyond, to single 
numbers by summing the products of the utility 
at the end of a branch times the probability on 
the branch. The numbers so obtained are placed 
where the dots were, see Figure A, stage I. We 
then work backwards through the tree. At each 
box point (decision j, when each alternative has a 
number at the end of il, choose the branch with 
the highest number; this represents the choice 
that gives us the best overall chances. See Figure 
4, stage I and the second box point, This decision 
is made and the tree reduced to stage II. When a 
tree reaches stage II, and we pick the highest 
utility branch, all decisions are made and we are 
done. 
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In the final installment. Part II, Author 
Buynoski rentiers an example oj application oj 
the above to a hypothetical battlefield situation. 
Space limitations preclude us from printing It in 
this issue - make sure vou keep this Issue handy 
for use with the Parti! installment., . 



THE GENERAL 

Indispensable 

tor an Historian 



by J. E. Poumelle, Ph.D. 



LUFTWAFFE is nearly indispensable for any- 
one who wants to understand the air war over 
Germany, design an air war game, or simply have 
a good time fighting I he world's most complex 
air campaign over again. It's quite playable and 
both sides have a good chance if handled intelli- 
gently. Among them, Zoechi, Avalon Hill, and 
Vercammen have designed a winner. In particular, 
Zoechi has broughl the enormous mass of book- 
keeping into some kind of control, although, like 
Battle of Britain, the game j s better played with 
several persons peT side; this is going to be 
inevitable when you get that many units on a 
board, each wjth different characteristics 

The game isn't perfect, of course; but the 
critiques I offer below should be read, keeping in 
mind the paragraph above. I like LUFTWAFFE 
and heartily recommend it to air war buffs. 

The problem with (he game is that it really 
doesn't allow any experiments with air war 
strategies. The players, particularly the Allied 
player, is stuck with the misconceptions of the 
time. This may produce historical realism, Avalon 
Hill's forte, but it's frustrating to have game after 
game build strategic mistakes into its rule struc- 
ture. This is particularly true of games in which 
air warfare is either the principal or an important 
factor. 

The greatest myth of World War II is that 
"strategic bombing" was effective. It wasn'l. 
Neither the German attacks on Britain nor the 
U.S. attacks on German industry had much of an 
effect on the outcome of the war; in fact, it can 
be argued that air attacks often increased war 
production, and they certainly had an effect on 
German morale: Goebbles figured that U.S. 
attacks on civilian populations were worth several 
panzer divisions. 

After Hamburg was ruthlessly destroyed, many 
workers who had formerly been in non-essential 
industries went to work in war plants, munitions 
and war materiel production in the area increased 
as a direct result of the raid. Furthermore, 
according to the Strategic Bombing Survey made 
by USAAF (United States Army Air Force) after 
the war, bombing of factories had nothing like 
the effect the AAF generals thought it had; 
buddings were knocked down, but the tools 
remained largely undamaged, while German re- 
covery capabilities were much greater than we 
imagined. It is strange that the similar experiences 
of the English didn't tip us off; but wc suffered 
from believing our own propaganda about Ger- 
man morale and the "inefficiency" of National 
Socialism. 

As Zocchi's tables and the Strategic Bombing 
Survey show, German war production increased 
steadily from 1939 through 1944; so did ammu- 
nition, weapons, armor, artillery, and naval con- 
struction. Our "strategic bombing" was a costly 
failure, as well as a moral outrage to our own 
Christian heritage. With atomic bombs it may be 
possible, although morally ourlageous to win wars 
by killing helpless civilians - atomic weapons can 
do it efficiently and in large numbers - but with 
WWII technology it just wasn't possible. 



Finally, in 1944, the operations research 
people forced the USAAF and RAF Bomber 
Command to concentrate on worthwhile targets: 
transportation and oil. The effect was dramatic. 
Coal deliveries to factories in Bavaria fell by 50% 
before November. The interdicted Ruhr fields 
piled coal in larger and larger masses, while what 
coal that got out was subject to confiscation by 
the railroad to supply locomotive requirements. 

The same was true of oil and gas; in June, 
1944, oil became a high priority target, and 
before September aviation petrol had fallen from 
175,000 tons/month to 5,000, while oil refinery 
output went from 316,000 tons/month in May to 
17,0011 in Septemher. 

The interdiction of transport and Oil nearly 
crippled the Reich. All the countless tons of 
bombs rained down on civilians in cities had lit lie 
effect. Yet, LUFTWAFFE makes victory con 
tingenl un blasting cities "with aircraft factories" 
or "destroying" such cities by hitting them with 
a single raid. The optional rules make more sense. 

Of course, in the real world the Allies stub- 
bornly held to city busting as a winning tactic 
until quite late in the day. Faulty intelligence 
coupled with over-enthusiastic reports of damage 
done to the enemy made the generals all too 
willing to listen to politicians who curried public 
favor with their accounts of "paying the Huns 
back in kind." The American people, after all, 
believe war to be so evil that anyone Who forces 
us into it must be some sort of monster, not fit 
to live on the same earth with us; what did we 
care about German civilians. The fact that our 
President had deliberately maneuvered us into a 
war he was elected to keep us out of ("Again and 
again I say that not one American boy is going to 
die on foreign soil") wasn't generally known; at 
least, not then. 

The worst of the tragedy was that about 35% 
of the U.S. war effort, and 60% of the British, 
was devoted to aircraft production, most of 
which was wasted in "strategic bombing." Had 
the wasted effort gone into ground armies, ships, 
and battlefield aircraft the war might well have 
ended at least a year sooner. In any event Europe 
would not have been reduced to post-war beg- 
gary. 

Thus, Zocchi's game certainly reflects "real- 
ities" as seen by the strategists of the time. We 
ihnught we were winning by bombing cities, even 
if, as it turns out, we should have been better off 
to have left the aircraft at home, closed the 
factories, and turned the productive forces to 
something else. 

The next fault of the game is in the bombing 
of bases. Again, 1 don't see quite what could have 
been done about it. If we break up the bomber 
counters into smaller units, we couldn't play the 
game; if we don't, attacks on bases make no 
sense because there simply aren't enough bombers 
to take out the bases in a wide area. Yet, the 
destruction of enemy air bases is not only 
allowable under the laws of war (as we accepted 
them prior to throwing them out for "strategic" 
bombing) but of great military value. The "roll- 
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up" attack, in which the first waves go in to blast 
near bases, next wave deeper bases, etc. until 
deep penetration has been achieved is an extreme- 
ly valuable kind of attack, while systematic 
destruction of all of an enemy's air bases together 
with his means of supplying them, can achieve air 
supremacy. It's true that Europe of the time 
probably had too many bases for this to have 
succeeded: we don't know, since although the 
strategy was advocated by certain air generals il 
was never adopted. Incidentally, it is now 
definitely known that had the Luftwaffe con- 
tinued this strategy in the Battle of Britain 
instead of abandoning it for the relatively useless 
city raids and "strategic" attacks on factories. 
England would have been knocked out Df the 
war. 

The Zoechi rules presently allow a base to be 
knocked out for the rest of the quarter if 
bombed; that's probably not enough, given that 
we can have only one raid per quarter, I'm nut 
arguing that cralered runways can't he repaired in 
that time, but that if you are attempting this 
kind of air war you'll run the raids more 
frequently- 
Air supremacy is defined as "being able to fly 
where you will, while the enemy is unable to fly 
at all." To get it. you have to kill his air force; 
and you can't do that in the air, at least not very 
profitably. You have to get it on the ground, 
either by destroying aircraft on bases, knocking 
out the bases, or denying liitn the fuel and otliei 

essentials required to operate his planes. Once 
you've done that, as the Israelis did to the 
Egyptians in the Six Day War, the rest is easy. 



In other words, my critique of LUFTWAFFE 
is concerned with the victory criteria and those 
rules which build the historical mistakes of WWII 
into the games; I wouldn't like for our future air 
Strategists who may be playing l.UF'fWAFFF. to 
make the same mistakes again. As for the rest of 
the game, it's excellent. I'm truly amazed at the 
work that has gone into the air combat rules, the 
board, target lists, aircraft capability simulations, 
and all the rest of it. The quality of the game 
equipment is also high, although 1 personally wish 
that economics didn't dictate that AH use the 
"bookcase" format; the order of battle charts 
have to be folded, there are more folds in the 
boards, and it's just harder to get everything back 
in the box wilhout mixing it all up. And, to top 
it off, just before AH went to niatclihox I went 
to the trouble of designing a whole shelf system 
to hold the older sized boxes! 

For the real air war nuts, when you buy 
LUFTWAFFE get an extra set of counters and 
some cardboard to mark off into turn counters, 
that way you can keep track of the number of 
turns each unit has left in the air and not have to 
employ the artificial rules which LUFTWAFFE 
includes in order to make the game playable. The 
"turns to fly" problem gels particularly sticky 
when the German player is staging his aircraft to 
intercept a major raid, and a heavy cardhoard (I 
made mine of plywood, but then I'm a REAL air 
war nut) status board along with an extra set of 
game pieces makes it all a lot easier. 

LUFTWAFF'E isn't perfect; but so much work 
has been done that it's indispensable for those 
who want to design air war in Europe games; and 
until the perfect game comes along sometime in 
early 1994, I recommend that you get and play 
LUFTWAFFE. You'll like it if you like air war. 



Welcome to the fifit annual traditional Xmas 
gift-givtng remrnmendations. on wargarnlng iltcra 
tur*. 

It ii quits possible thai many of you have 
been unable to think of what to give your couiin, 
or Uncle Nod, or yourself for that matter. A 
subscription to one or more of the periodicals we 
are about to describe might be a wlsa solution, In 
alphabetical order, we'll begin with the AHIK5 
KOMMANDUER. tha official publication ol ttw 
Avalon Hill International Kriegspiel Society, 
While basically a house-organ type, the society 
has much to off si „ Especially since you must be a 
member to c«t anything worthwhile from its 
magazine. 

We Feel that membership alone it very worth- 
while. It is one of the few such societies made up 
tolely of mature individuals {we believe the 25 
and older restriction has been lifted] who play 
historical simulation map game* hy mail Pstah 
lisbsd i" 1966 by adults "who were tirad of easy, 
in ma lure r sporadic, and/or disappearing oppo- 
nents," Ahiks exists to facilitate playing-by-maii 
and to minimise encounters with undesirable or 
unreliable opponents. The society has membyfs 
scattered throughout the globe. N on members may 
subkeribe to the KGMMANDEUR at the rate of 
£2/4 issues from Editor Bob Johnson, P.O.Box 
134, Whippany. N J. G79fil. And as the case With 
many wargame groups, there is w feast nne sister 
publication, "AHIKS WEST" available from Ted 
Holcembe. Pacific Region Editor, 10012 Valley 
Blvd. Apt. 3B, El Monte, Cal, 91*31. AH IKS 
WEST is not intended for nonmernber distribu- 
tion but "special arrangements can be made with 
i(3 editor." 

Typical of the newsletter a small dub distrib- 
Utes is BATTLE FLAG. Admittedly poor in 
physical quality, ft does fist source information 
for both historical data and wargamc supplies 
(fuch as hex sheets, catalogs, miniatures, etc) 
BATTLE FLAG typifies what a small, inex- 
pensive magazine should be like. Try a single 
issue first, Write Golden Hegemony Wargeming 
Club, 406Grockeri Avenue, Philadelphia. Miss. 
393&0. No price given. 

Will there be another PER NEUE ANGREl- 
FFR since its editor Mark Jumper is rumored to 
have turned*off of wargamfng? a 4hame because 
the \&\ issue we received was well edited. Its 
contributors listed impressive names, making it a 
worlhwirHti publication for the true sophisticate 
in wargaming. While it is the official puhlication 
of Mew Aggressor ,, it is tar from bemg a hou se- 
organ. The May-June issue carried absolutely 
nothing of a "pQlrriml" nature. If did, hnwover, 
carry the false rumor that we are planning to 
discontinue Stalingrad. OER NEUE ANGRElPER 
is published bimonthly at 22 Williamsburg Roart, 
St, Louis. Missouri 63141, ft* prater, Oliver 
Wischmeyer happens to edit another magazine,, 
EUROPE '44, which we have seen but don't 
happen to have review copies at present, We are 
only told that as a specialty magazine it is among 
the best. When you send in ycuf l-ynar subscrip- 
tion for OER NEUE ANGREIFER (52,50 w/3rd 
doss, 53.50 w/lst class mailing) also ask about 
EUROPE '44. 

Now we come to one of the giants. The 
INTERNATIONAL WAUGAMtR is the 60-cent, 
monthly magazine of the IFW, Aveiagiug 22 
pages per issue, it is offset reproduced with 
photos. The top literary talent in the wsrgaming 
world contribute to Die pucjes, ol l magazine thai 
is quite broad in wargaming scope, Much space it 
devoted id minlaiirres and .1-0 games, Ir plsn 
carries paid advertisement; trorn professional 
people and retail shops. The IFW is one of several 
organizations sanctioned by Avalon Hiil to par- 
ticipate in "Operation Contact" a referral pro 
gram recently initialed. With members c-f the IFW 
virtually in every geographic region in The U.S., 
one ot the services offered by the IFW is that of 
personal contact between a regional member and 
a novice seeking help in playing wargames This is 
a "must get" for the serious aficionado. John P. 
Bobek is the editor. Subscription is So\uQ/year. 
But it may be more advantageous to become an 
IFW member tor $7.00/year end get the magazine 
plus all the literary supplements plus certain 
henefita derived from membership itself. For this, 
write to Lenard Lak&fka, ItfOG N. Richmond 
Street. Chicago, III. 60647. 

PANZERFAUST is another one of those 
diamond^in thelitflrerv-rrjugh. Editor Donald 
Greenwood ha? that knack of selecting the 
"right" material. Until recently, it wasn't even a 
professionally printed magazine fit has just gone 
offset) yet continued ro rate the highest kudos 




from wargame fanatics. Its pages com a in no 
club-position papers nor is It opinionated one 
way ot the other. This could be good and bad; It 
seams many commercial magazines thrive on 
controversy. Apparently PANZERFAUST is so 
inherently good that it doesn't need controversy. 
Greenwood appears to insist on factual analysis in 
his magazine philosophy. We say. "try it — you'tl 
Iw-ikw it." fjrewrwuod unfortunatefy takes a 
dilatory view of the financial end; Issue No. 48 
neglected to include its cost or mailing address. 
Try 124 Warren Street, Savr*, Pa. 18840 for 
complete details 

Probably the must pi olifi c publisher is the 
SICL (Spartan International Competition League,) 
on par with the IFW regarding sue end member- 
ship, The SICL also participates in the "Opera- 
tion Contact" program with Aval on Hill. This 
club engenders a fanaticism by its members, even 
down to In garb, unmatched by any oLhw 
organization. It has its share of mavericks but not 
to th& detriment of >ts overall purpose end 
quality of its major magazine,, SPARTAN INTER- 
NATIONAL MONTHLY. This is a professionally 
printed 16-p&ge effort liberally sprinkled with 
photos, diagrams, and advertisements lor wsrgame 
supplies. Its benefit is greater, however, to SICL 
member* than nnnmernhen as a gnod portion 
contains organization news, mostly concerning 
tournaments played for cold cash plus a goodlv 
number of trophies, A wargame aficionado would 
hardly be without several copies of SPARTAN 
INTERNATIONAL on hand even if he were not 
in total agreement with their "spartan" existence. 
Of course SICL publishes a variety of othe*- 
newsletlei-iYpes which would be of little- value 
unless you were definrreiy a member. Editor 
Daniel Hcffbauer and his staff have done a fine 
job with graphics presenting a magazine of import 
to members and flenrnembers alike. Subscriptions 
run $5.00/12 issues for members; $7.00712 issues 
for nunmumbers of SICL. Single copies arfc SI. 25. 
Address is SPARTAN INTERNATIONAL, 4121 
Long Beach Blvd. Long Beach. Cfll. 90807. 

The above completes our thumbnail analysis of 
the "semipro" magazines now ev&ileble. If it boils 
down to subscribing to just one ul th? above, it 
would have to be a rain flip between the IFW's 
INTERNATIONAL WARGAME R end Snflrtari'4 
SPARTAN INTERNATIONAL. The quality of 
printing in both Is equal. And some of the same 
writers contribute to both, a phenomenon curious 
to the wargaming industry. In both megajmes, 
columns are justified and liberally sprinkled with 
About ihe ssme ratio nf graphics The per-page 
cost ot the IHWs is tower, but Sparta throws in 
" tear ■ away -battle-games/" also a trend that wems 
to be catching on with several other publishers. 
Sc it's a toss up. We feel th*t the major point* of 
advantage in deciding bfltwwvn either of ihew two 
is in rhe benefits offered by membership to the 
respective organisations. 

Initiating the trend of mQrrj graphics ana* the 
"(eai-aways" was the only real professional maga- 
zine on the commercial side, STRATEGY & 
TACTICS. It draws from the same literary 
sources as do those listed above — but only 
sparingly so. Its forte is historical research. Their 
efforts in this area are unimpeachable. Their 
graphics man, Redmund Simonien, is premier in 
the Hold. His ability to graphically transcend the 
material given him by James F. Dunmgan r that 
rnQtl prolific game designer of them all, makes 
S&T an outstanding magazine, ll is also some- 
what outspoken in its editorial philosophy but 
this is the rule today rather than the e^^ption — 
and certainly does not detract from all that it 
offers. And basically this is what it offers: orders 
0+ batttes, research data on any battle no matter 
how -A ::■■:■:•■-- in history, game analyses, and oF 
course a complete playable game In every issue, 
Such games include unmounted mapboards, die- 
cut counters and all necsssarv charts and rules, 
Many of these games are trial balloons for future 
publication in the more slick commercial form. 
S&T is published by SimulaLiuns Publications, 
34 E 23rd Street, New York City 10010. Its cost 
SlO-OOVyr. 53.WiSSu*, 

WARGAMER'S NEWSLETTER, the longest 
continuing publication in the wargaming field is, 
unfortunately, a British publication almost ex- 
clusively devoted to warfare in miniature but 
does- have Aniericari contributors, some of whom 



happen to be AH fanatics. But If your cup of tea 

is miniatures, WARGAME R£ NEWSLETTER fa 

the bible, A Mi-veai subscription costs $5,50 and 
is published by Donald Featrierstone, 69 Hill 
Lane, Southampton, Hampshire, England, SOI 
SAD. Feathenstone also writes books for com- 
mercial sale In the book trade. His entire line is 
available from Sports Shelf, P.O.Box 634, New 
Rochelle, New Yori,. They include his ever- 
pupular WAR GAMES h now in its lifth "imprwj- 
sjnn," anti NAVAL WAFCjAMFS. In Its third 
printing. 

Also on the "must have" list if you are 
interested in authenticity ' n ■reseafch <s the 
W. H. Tantum IV and E. J H offset iiti id t series 
published by We, Inc. (see Cover Story.) Thair 
RISE Si FALL OF THt GERMAN AIP FORCE 
might be just the thing for thuse oT you who 
have been delighted with AH'* Luftwaffe Game. 

The WORLD WAR HISTORICAL ASSOCiA 
TION, 212 West Main Street, Bennington, Vt. 
05201 publishes a small but informative news- 
letter of special interest. 



CONTEST NO. 45 WINNERS were: Brad 
Lacy, El Paso, Texas; Gregory Harrison, Allen 
Park, Michigan; Lansing W. Wony. San Francisco; 
Rodger A. PudwIH, Washburn, M. Dakota; Pfq, 
Robert W. Lewis, lOkiHnd AFB, N.Menteo; 
Steve Goisey. Woburn, Mass,; W.W. Wilfong Jun- 
ior, New Orleans, La.; Richard D> Thuislon, 
Spanaway, Washington; D wight Kucflra. N. River- 
side, Illinois, end Kwimien Hybak, Waterbury, 
Connecticut. Here's WHY they won; 



SOLUTION TO CONTEST NO 4S invoked a 
hit of complex "leapliogginig" in order to obtain 
enough auto -victories so that at the end of the 
cuitibat portion ot the turn, Red units are 
adjacent to the cities (or captured themj. The 
battle that spring? everyrhing, however, is the 
auto victory so,winst the 124th Inf. brigade which 
is murih too weak for effective 1 para-screening. 
Once this it done, there but remains the tasks of 
capturing the city where the Slue 3bth Oiv. is 
located, and isolating the other city held by Blue. 
The obvious lesson here, too often unappreciated 
by the novice, is to avoid the enemy's strength, 
and attack him only where he is weak, in Lhat 
way. a tactically inferior position can yield very 
wonhwhila results* Ths approximate winning 
solution is given beiow. Order of attacks and 
placement fnay vary without weakening the plan. 
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LITERARY CONGRATULATIONS are in 
order for Turn HdJett's outstanding "Afrika 
Korps Thesis" article which ranked No. 1. tn the 



This issue's contest I kid 6 us on the D-Day 
beachhead three weeks after the initial invasion. 
The Gwrmans have attacked on their half of turn 
two which, besides putting you in their zones of 
control, has ci« off control of yuur Supplying 
beach squares. Your objective here is to design 
and execute a counter attack that will fl) leave 
the most units on the Continent at the end of 
the turn, and b) wiH leeve 95 many of them as 
r possiblH in a supplied condition. Only the units in 
the diflgmrn have any bearing if> tiie contest 
Ignore strategic air ettecWs- 

Simply lill in the chart below; write m the unit 
designation for each unit attacking, II a unit h 
attacking more than one enemy unit write its 
number in each boa ol the appropriate units. 
Please be neat and legible. Contest Closes Decem- 
ber 20th. 1971, 
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The ten entrants who come closest to what our 
experts consider is the optimum tactics will be 
awarded gift certificates Entries must he post- 
marked no later than December 20, 1971, Make 
sure your entry lists what you consider to be the 
tjast article ol this issue. This selection has no 
bearing on the conrest rucuitv but entries not 
bearing this information will be voided. 



{Headline of this issue's "Best Article") 



Street Address - 



City . 



-Zip- 



Itfit isitue according to the reader poll. In fact it 
ouipjlled the second place winner, 1st Li. Shelby 
Stanton's 'Airborne Pim?£fhlity" hy a 2 to 1 
margin, Next in line ware Louis Jerkich's "hench 
Strategy - t914 r " Tom Smiley's "Bologna — 
Anno Mmi-Qfliiie No, 4," and Dennis Milbert's 
"Luftwaffe - A Battle of Wils," 

Collectors ot memorabilia might very well flip 
If they ever took a trip to Ryy Bunting's World 
War II Collector's Shop, it Is a museum of sons 
on the main route to Rehobeth Beach. Detaware. 
Buntings msrgutf i* a huge naval mint implanted 
on his front yard. It's free, and he has -i large 
enough coll fiction of gum, photos, uniforms, 
yau-name-it-bi/s-ywl-it to make such s trip worth' 
while oven if you can't stand beach traffic. At 
teas! write for his titers' RD No l r B,ox 125, 
Arqo Comer, Del No. 14, South of Milford, Del 

PRIZE LIST in Spartan's $600 tournament in- 
cludes participants Ml the way down to 23rd 
place. Registration decline for this PBM tourney 
n November 30, 1D71. Open to members and 
nan-members of SlCL. Fees are S5G0 - 55.00 to 
members, £10.00 tg non-members. Write SICL, 
Russell Pnwell, 5B20 John Avenue, Lang Beach, 
Cal. . . . 



HONORED AS THE CADET DIVISION PETTY 
OFFICER of 1971-72, Cadet Mike Mueller could 
be saying, "Most award recipients have to be 
content with a handshake from President Nixon 
- lucky me, i gpi a Jutland game instead." 




H Ralph Pr/ttfrr, longtime admirer of Au>aian Hiil 
■James, Yearns on as Lt, Commander Howard 
Batch, U>S, Afrvfli See Cadet Corps skipper, 
congratufates Cadet Mueller on his selection for 
(fit honor. 
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Discount 
Coupon 



NOV-DEC 1971 

Each coupon is worth 25 cents. How 
ever, no (ess than 4 coupons c&n b& used in any 
one purchase, Orders fvueivvd noeonipaniBd by 
three coupons or less will be returned unfitted. 
Any number abow 4 may he used in any angle 
purchase. No photostat* please . - - 
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Opponents 
Wanted 



We're experiencing growing pains. Mors subscribers means mare Want Ads. We just don't have the space 
for every subscriber to wax rrt&tnrfctti as in the past Trt make it easier, and mart? meaningful fnr ait 
LvuLtwiw-t. w* introduce tfw Mini-ad, AH vou do is strike dot the word* provided fakiW that do not 
apply. 

II Print your city end state m Box A above. 

2) Cross out woidi and phrases below not applicable, 

3) Insert copy where required on lines provided. 
41 Print your nfime and address where indicated. 

We cannot list specific items ftn salt; or trade. Interested 
parties rnuvt write you direct far complete derails. 



am: novice, average, expert player of: high school, college, 
adult age desiring: FTF and/or PBM opponents for 
. Also seek 

(LIST t>*fciF5i 



members for. 



■I LIST CLUB) 



. Will trade or sell games. Please reply to: 



NAME (in all caps). 
STREET 



_PH0NE_ 



CITY. 



.STATE. 



ZIP 




Gentlemen: 

1st Lt. Stantuu in the Sept, issue of the General 
came forward with trie interesting idea of using 
the "Herman Goring" Division as <t was originally 
planned to be used, as 91 airborne Armored 
Division. Lt, Stanton has shown nil the Industry 
and eagerness expected of an airborne trooper. 
And he haj even EftftftdOd the lesourcelulness 
needed by the paratrooper. He has stuffed tone 
nattalinm of tnnbi |2 Panther, 45 tons: ? Tiger, 
57 tons! and a good number of assault guns of 
about the same? weight into planes with a carrying 
capacity of between IS ions (Ml 3331 amd 23 tons 
(Fw 200}. These were the largest German planes 
used for anything during rhe war. The largest 
glider carried 20 tan* (Me 320 while the standard 
plane and glider iJuB2— 6 luns 4 glider -4 tons) 
were not only much smaller, hut also in short 
supply. It li unlikely that ever- tighter dominant* 
ovS( thw Eastern Front could have- allowed the 
massive formation Lf. Sisrvon envisions to have 
been carried. 

Massive it is. The reyular Panzer Division of the 
period was operating with slightly over 100 ranks 
of all types "Herman Goring" was supposed to 
have 100 Panthers- alone. Rugular Panzer Divisions 
WW! lucky to have a Tiger Company temporarily 
attached to it. "Herman Goring" has two bat- 
talion? organically built in. Haft the armored 
vehicles are the huge and underpowered Tlocra, 
hardly the thing for a fast moving offensive 
formation deep behind enemy lines. Even the 
syperb Pantli^i h not whet you would use lor 
recce, it would seem the Li wants to use 
infantry and haif-tracte* ror that. Why not drop 
some armored cars? Ferhaps trie SdKf 234 (S 
tons, 75 mm gun), or the SriKf 231 {B tnns, 30 
rnm gun, but faster)? 

The Division is unrealistic in other ways. The 
amounr of Krng b sufficient to wnd Al Capone 
into ecstacy, while the Rrfle sections couldn^l 
Kb«p Hie crows out of the corn. The mobility is 
weak: counting every thing that rolls under its 
Own power there are about 24tl vehicles. There 
are about 240 or so counters thai would have to 
hn pulled nr carried. Thh does not leave In the 
way of supplies or wounded that uuuld be taken 
along in (tie mighty dashes that would made the 
risk of this valuable Division worthwhile. 

While a Situation 13 need not be totally 
historically accurate we fael that Lt Stanton's 
situation fc wilrfiy Improbable, technically Impas- 
sible and operationally impotent. 

As an alternative yts would like to suggest a 
modified "Herman Goring" Diuision. Lighter and 
more mobile it i$ m air transportable, yet is still 
a Full blcodwd Psrutsr Division, 

Panzer Regiment - 3 Battalions of Prrtw IV 
(appro* 20 tons} 40 rank* each, which works 
out to 24 counters for ali l*f]«C ' fl ^ rl4 * RtigirntHni. 
2 Wlrblewind counters, a Cp. 1 Engineer unit and 
Two hfilf-trankj complete ths Regiment. 

Faruer-Grenadwr Regiment - Two Battalions, 
each of which consists of 10 Rifle, 10 Smo., 2 
Blmnn Mortar, I 120mm mortar and 23 half- 
tracks {appro*. 10 tont), Fur thu Regiment add a 
Cp and another half-track. 

Two Snfanlry regiments each of two Battalions. 
Each Battalion having 10 Rifle, 10 SffiB, 1 
Engineer and 2 81mm mortar units. To be oarrled 
on 23 Trucks. For the Regimental Stafl add aCp 
arid truck. 

Artillery Regiment 4 7finir" As, ? 105mm 
Wespe |I2 tons}, e laOmm mortar^ I Rifle, 1 
Smg, 1 Cp3 trucks, 10 half-tracks, 

Flak RGglment 4 SSmm At (5% tons), 4 



Aii Ads must he on? special printed form; those received mat are not wit! not be accepted 



')i;'i'i expect ill- postal pooplc to forwerd The 
Gergrai. yOU will have to itotity Djt subscript \Qtt 
departmeit each time you rnuw, Simply cut gut 
vaj! address label and jiticri h id this hum. Wr 
carniDi be iespoii.siMe frjr \mw skipped because at 
sn addres charge. Pleas* uolify jj wtv month prior 
Id clidiigu ul address date, 
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Wirblewind, 4 quad 20mm, 4 ZOmrn, 1 Cp and 
13 halMracks. 

Anli-tank Battalion - 4 Herder {75mm gun, 
12 tonsl 1 B8mm At r 1 Rifle, 1 Smg and 3 
half tracks. 

Anti-tank Battalion — 4 Hertzer (75mm gun, 
12 tons! 1 S8mm At, 1 Rifle. 1 Smg and 3 
half -tracks 

Rucch Battalion; 4 20mm arniuied ntnf (8 
tonsl, 4 75mm armored cjrs, 2 Rifle, 2 hall- 
tracks. 

Divisional Headquarters - 1 Cp, 3 Engineers, I 
Rifle, 2 trucks, 3 half tracks. 

This fnrcfi is air transportable if the Germans 
use the limits ol their Luchnology. A balanced 
combat group can be dropped in the first few 
waues strong enough to hold the needed airstrips 
lor later wtfves and supplies, 

The Nebelwerfer were not included a? it was 
felt that they were not accurate enough for ueh 
an operation, where to be eftuctive they would 
have to burn up more tralnioads of ammo than it 
would be easy to fly into an airhead. As to the 
Ordflr ill ta OiviWOu lands in, how talk groups 
would be formed, and the missions it would be 
likaly to get we ara open to suggestions 
David Huss 

Lawrence Huss [Spec 4, Hon Dls) 
200 Suook Ru^k Ro*rJ 
Suirern, New York 10901 

Deai Sirs; 

I would like to see a return to the Opponents 
Wanted section whthout the form letter approach. 
If needed ■ educe the amount of words to 2b. The 
creativity of the subscribers is great and helps 
devulop interest 

I would like to see mure- articles on game 
variants, especially those for some of the open 
ended gemei like Tactics II, Sitzkrieg and Pan- 
zerbliti. 

I Think it wnuiri he interesting ro see some 
figures on game popularity. Things like your 
all time hwi seller, loser, consistent oood seller 
flash in ths pan, most difficult, easiest and your 
staff's preferences in these games and others. 
Steve Spoulos 

AH NOTE: We ctitfrmi dhtiigc too precise data 
tin h$$t wllcm fur the nhviouv compefttive rm- 
sittts. But wtt mixtn be titiure&iiid in knowing 
whm thi> crlimop is for detentiUmg Whether or 
not a gomt' vwf// b? n winner. A w?w game wifl 
uiways wii well during its first three years. But 
what will It d<i to mtsttlne years'? If a some's satin 
remain steady, fir cvrn increase fmm that 4th 
yenr an then you may count on it .ifrnfuv "> tttt 
line. Games such as Gettysburg, Football 
Strategy, and Blitzkrieg have (ferts fi&t riiat Mast 
CSHSf&te$t b<rsf seller seems to be Blitzkrieg . . , 



Dear Sir. 

I wa$ very happy to receive the battlefield 
version of the original Gettysburg in the Auction 
of Collector's Items. 

Bui. there is another side to the story, too, 
which might he of interest (partiaiiarly to Mr. 
Wayner who paid S35 lot a Civil Wai game). In 
California, at least around here, we have a 
popular weekend diversion called swap meets, 
which &re little more than monstrous garage sales. 
They are held in parking lots, drive-in movies and 
other large open spaces and generally have several 
hundred sellers and thousands o( buyers. Most of 
the bluff that is being sold is junk, but every now 
and then, something worthwhile can be had-Kke 
a Tactics II game which I bought tor 25 cents 
and like a Civil War game {complete and almost 
in:. :■■■■;;; which I buugliL lui (this; is nut a \v\y-y. 
10 cents, 
Jim Rellly 

200 West Midway Drive 
luM34 
Anaheim, Ca. 92B05 

AH NOTE: Alrtmdy completely out of stock is 
Tactics II, LrMarts, StU Bismarck. These cftnnnr 
be ardercd from us - there simply isn't a copy 
around Of ccorse, many stores may stilt have 
svmv ftffi in their inventory. While we hsve not 
made definite plans tv this $tf$ct, and a ft' 
surgence in sates occasionally saves a title 
marked for demise, games such as Anzio, Guadal- 
canal, Juilartd, C&O/B&O &rg nchedufmi for phase 
out r T . 
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A Panacea for Blitzkrieg? 



by Steve Ambler 



The problem which has been plaguing designers 
and players of AH type games from time im- 
memorial has been the creation of an accurate 
and playable system for armoured warfare on the 
division and corps level. Minor hang-ups at- 
tendant to this problem include enabling a player 
to exploit a breakthrough or pursue his retreating 
enemy, trying to create a proper role for armour 
in this type of exploitation and pursuit, and 
finding a suitable solution to automatic victory, 
to name only a very few. The trend at present in 
game design is towards seeking solutions to 
problems such as these by concentrating on their 
main aspects and finding unique concepts to deal 
with them. 

And as far as new concepts in relation to 
simulation of armoured conflict go, there have 
been many. The one that is very much in vogue 
at the moment involves a double movement 
impulse for mechanised units which allows them 
an additional full movement phase after combat 
takes place. This system is present in such 
Strategy & Tactics/Simulations Publications games 
as Barbarossa, Battle of Mo.scow, and Strategy I, 
and will be found in France 1940, a future AH 
game; it allows exploitation of a hole in the 
defender's lines and forces employment of re- 
serves and defense in depth to prevent these 
possibilities. Variations on the automatic victory 
theme have been presented in the Cienerul (see 
vol. (i nos. 3&4), as has been the introduction of 
pursuit into Afrika Korps (see "Simulating the 
Art of War" by Professor Pournelle in March- 
April "71), and the possibility of second combat 
in Stalingrad (see the article by Daniel Krone- 
myer in July-August '71 )_ 

All these concepts have some degree of validity 
in dealing with their problems, and indeed any 
new twist is now considered valid in game design 
if the result is a game that presents players with 
the major puzzles that forced the original com- 
manders and offers the same techniques as were 
available to the original commanders in trying to 
evolve their own particular ideas as to the 
resolution of these problems in a particular 
situation or simulation. In other words, the goal 
is now the recreation of the proper "feel" of a 
particular situation. I feel that this step is a major 
advance from the early brand of AH games in 
which neither the fell nor the details (which 
regiment was where) of a particular situation were 
adequately simulated, and the techniques of 
games such as 1914 and Anzio, in which a mass 
of detail failed to make up for a fundamental 
lack of the recreation of the salient problems of 
the particular campaign. 

Below is offered my own personal solution to 
the problem of mechanized warfare, l( is, I feel, 
superior to many other versions 1 have seen. 1 
have tried to simulate all or most of the major 
aspects of this type of warfare that I have 
mentioned, and have probably done some aspects 
better than others. And, I have applied my ideas 
to (what else?) Blitzkrieg, I hope those of you 
who are sick of all Blitzkrieg variants will bear 
with me; 1 feel my solutions have applications for 
simulations in general, and after all, Blitzkrieg is 



the perfect game to use as a medium for 
exploring new possibilities. 

Multi-Movement Multi-Combat System 

1. Armoured units now have a m.f. of 10!. 
artillery 6, ami all forms of infantry 5. 

2. Units must expend an extra m.f. to enter 
or leave the z.o.c. of an enemy unit, and an 
additional m.f. to engage a unit in combat; a unit 
may not move into an enemy z.o.c. unless it also 
has the extra m.f, required to attack that unit. 
Units starling movement in an enemy z.o.c. may 
move directly into another z.o.c. by paying both 
leaving and entry costs. 

3. When more than one attacking unit partici- 
pates in an attack against enemy forces, each unit 
is considered to have spent as many m.f.'s in 
"gelling there" as the slowest unil to arrive. This 
is for purposes of movement after combat as 
described below. 

4. Any units which are not participating in 
combat arc now flipped upside down and may 
participate in no further action of any kind 
during the turn. 

5. Attacks are now resolved as normal, ex- 
cept that if a retreat is called for, the loser 
retreats '/; of the cf's involved and the winner 
'A (loser retreats the odd cf.l. The winner 
retreats his Vi first. Also, ignore all advances for 
the atttn.kL-r. 

f>. After all attacks are resolved, the attacker 
flips over all units that have expended their total 
movement allowances. They may find themselves 
in enemy z,'s o.c, but they are not required to 
attack again; ignore these units for all purposes 
except stacking. 

7- Any units which remain right side up may 
move and attack again, using the same process. 
Units winch start their new movement phase in 
enemy z.'s o.c. and have at least I m.f. remaining 
must attack again or move out of all enemy z.'s 
o.c. 

8. This process may be repealed indefinitely 
as long as m.f.'s last; at the end of the turn flip 
all units upright once again. 

9, There is no automatic victory as such, but 
units which attack at odds of 7-1 or greater do 
not have to expend the extra m.f. required to 
attack the unit. 

If), Using tins movement/combat system, all 
parachute drops, sea movement, air transport, 
invasions, etc., must take place in the first 
movement phase. 

1 1. An exception to iO, above is that all 
forms of ait activity may take place during any 
of the movement phases. However, all units may 
still Only fly one mission per turn, after returning 
to base they are flipped upside down. This 
applies to defending fighters as well. 

12, Using this system, a unit must expend an 
extra m.f. to move next to a minor country city 
and an extra m.f. to attack. However, these "z.'s 
o.c." around cities are only "semi-active" and a 
unit is not obligated to attack the city if it is 
next to it, and may even continue to move 
around the city by expending the extra m.f. for 
each square next to the city that it enters. 

13. Land units may now stack no more than J 



divisions high, For these purposes consider all 
brigades with a c.f. of 1 plus all ranger battalions 
as '/i division, and all brigades with a c.f. of 2 as 
Yi division. Stacking rules remain the same for 
aircraft units. 

Comments, Or-Why The Rules Is As They Am 

1. The figures may be high or low, but they 
were adopted to give armoured units the probable 
chance of engaging in 3 attacks per turn, artillery 
the possibility of 1 per turn, and infantry the 
likelihood of only ) attack a linn, unless the 
attacks are a result 'of the kind of attritional 
warfare involved in rolling a series of exchanges 
on the CRT, in which case infantry could 
conceivably attack as many as 5' times per turn. 

2. Again, no great long technical explana- 
tions. Someone with the data readily available 
may want to correct. 

3. Purists will argue that the fraction of the 
turn required by the slowest unit to get there 
should be considered, and all I can ask is that 
you assume that the infantry units in the game 
can be driven into making long marches at night 
to get to the battle in time, 

4. This prevents the absurdities pointed out 
in the automatic victory rulings of AH from 
showing up here. A unit cannot now exploit a 
breakthrough that has not even occurred yet. 

5. An enemy that is retreating is not always 
retreating in perfect order, and the victor should 
have some opportunity to apply pressure to 
enemy units as he pursues them and "herd" them 
to where he wants them to go. This rule also 
applies added pressure on the defender in that he 
must retreat what units he can with great care so 
as to prepare for his enemy's exploitation of 
victory. One also has to position reserves behind 
a line to prevent total collapse. True, this is 
employment of reserves in anticipation of an 
attack rather than as a reaction, but it's the best 
I've been able to do. 

9_ There should be some reward for attacking 
a position with overwhelming strength. 

1 1. This adds increased variable and interest in 
the area of employment of air strength m a blitz 
warfare situation. Both players have to budget 
their use of air power very carefully. 

12. This is an attempt to retain the first turn 
balance of Blitzkrieg because of the increased 
movement factors now involved, Otherwise, a 
player could practically capture his opponent's 
capital on the first turn by land. 

13. The ability to create a more potent 
armoured striking force is now present. 

Conclusion 

There you have it, and I hope I have impressed 
a few of you and not totally turned off anybody, 
because I think the system is a good one. The job 
is a little patchwork in some places, mostly 
because of the difficulties of transposing one's 
own ideas and movement factors onto someone 
else's unit counters, mapboard, and terrain fea- 
tures. 1 only hope that some brilliant designer 
with far more resources, knowledge, and expert 
ence than are available to me will use the system 
as an integral and cohesive part of some new 
game that will come close to being an accurate 
and playable simulation of a conflict between 
mechanised armies. Forward in the great search 
for the Perfect Wargame, fellow gamers!!! 

Steve Ambler 

61 I 75lh Ave., S.W. 

Calgary 9, Alberta, Canada 



OPPONENTS WANTED 

Average player desiring FTF opponents For A.K., 
Bulge, EHiubkg ftinfc Hrronri. «(]?.•) 1 juderdale 
Rd. $W_ FluntikiUf, Ala. J.VitO:. flBl-lJ?JiJ__ 
A*-! ■ t«f«- pliv. r high whucil ii^i- 'Jl' iiniijj FTr 
tnAfat PBM opponent! /or K rie g\p'L'!. Afrita 
fcenjjnt Fanzerbhl^ AmheLm, Nupuieoft bt Water 
hw. AiiO **ek memtent fur Spartu. Mi child 
Goodwin, Jilfl SbSflBfinSeU Kd., Selma, Ala. 

3670 1, S7>-Q3Q5. 

No* ire, ytfepiip;. player, tuflh uTtool agu d«*itinc.i 
FTP opponents friT 1914. Kriegspiel. Any Other*. 

Brace Lidded Ri, 1 Bo* 4jfi, Trussvdfc, 

A tartar BirEiing hinj. 35173, 6S3-3U22, 
Average player, college age JTc^irTn^S PRM 
opponent? lor tjctlysburg, A.K.., Uulg-c. Stalin 
gnu Jaiors. C. Foster. Bflt Net Iffi"? Northern 
AriEfllia University. Klueaur'i. Ail.ii>na. frr.rjQi. 

Dt-fM~C phiyns UmiJ ^ rriKS Mjiponrnl'., for 

Nuclear Destruction- Riehard Loornij, 8I4^< E. 
Thiwy V on-iH.df A;. h>sJ5/ 'MU'>I i 1 . 
Average plij'ti. Jdult age desirinj FTF OfpO- 
ttenti lor Bulge, f-blit^. JuiluiW. StaLingrad. Ufc 
James Fran, 1113 Lc-ma Viiia, Tempe, *j 

..'.■.. -,ij. ]■:..; -i. -■■'i-j.' -v i ■■■■iim ■:■■ FT! ijip.i 
nents lor All H-H. JM, SAT AIM *ek member* 
fur StiaU-gii GantU Sofitty, I tank llelley. A-25 

:.''• "■ |,aftL iu..-vii . a,- ' ^ii...^-:^:; , 

K-ifi-ir |iluyrr. idiili jgr iltsiring upponenla for 
S-^crvU, W-Loa, Bulge, lS' d . Denni* fem A n m t; 
92033 rJnr.i "St N Sydney N3WJ06U, Aq*- 

era.Ha 

Average player, cdficjc afs uManmg: FTF OPPO 
nmo for liuft, I'-Bliti. D-Pay, or ywrr wiugmw- 
now. Cnug Gilford, SOOT Horaot- Marin, BaKL>rfc- 
field. f a. J WfJfi, 8 TlO ? 5 I 

Average player, high school agt desiring:. FTP 
opprtrrnd 'ot AH A-H QnrH toill trjiue or sell 
finrrwk Colin Wright, 2440 Prince, Berkeley, Ca. 

g-w7 L J>. tf*a-swj. 

Average JiLliy^r. caSkg,* age ties iriri|j FTF irupbi- 

DJCMI for P-BItU. AfL?to, BLttzJu'Wfi, Bulne, I9H. 

Menu Smith, ^ft hViftcr biiarill^ Ckt *3«iu, 

^ j hb5(l. 

A*nTJgr p I j j l-t ^iJgti stlnrnil j|t J^MJ-Lnj FUM 

oprwntnts lor Bntju.'. I>-Dav, W-l»p. Jotl Silling, 
707 1( Vinowcn, Cancja Pafk, Cl. yLiUfr H 

B^3-"i1JB. 

Aiiiupr rilaj-tj htpli lAODl oj|c dmiinc: Pit 
flpporiBUM for LttrwjfT?. I9U. Oan ErlOtWH, 

A*Pia|(P Jil^yLT. wUtp Jgr ilr^iiLrrg FTF 5ppS 
ricnlj (or A-K . mriwnfre, G-burg, 5-jtrad. *-U>u, 
D-Day, Bulec. G-cjnal. 5iT guncs Will ihiNli- 
ramc^. Doutlltb W. Mulkil, KfrL. SUb OAfift Hill 
; 601 Tin| Driw, Fu]!*.ricji L Cl 83531, 
SWJffTj 

AirMjii iiliyCd rollriic i|t Junncit. KIJ" Jfld 

PSM npponenW foi l9H r f-Wiu, Midway, ff- 

fafat Km rahikh 50S1 Boaan use. Iwinc.Cu. 

9^M. 714^33-^444. 

Novice pIjivl-j. hifh school npt jcsu-ifiKi CUM 
□p[»EKnlt |b( iinfj.t, PutMu&flta Will li-Ji- « 

«n KDmef. Pit Gn?cL 4*1 n school siwlt. 

Lodt, Ca. yS240, .16B-890Q 

'Citpcrl player, aduU ige tteiirirtg: QppQTiTntF fflr 
prnJeutonal toiriricltlkGn Also ■smk mt mhtra tot 
■SpjJlsn inirimutionni Comppmion Lra^uc Wril 
liUdF or 5t|| joimi-'^ K.U3&£ll F. PowtJJ, SS20 John, 

Lung Beach, Ca. 9QJJ05, GAJ2369. 

■■Vftfaae piaytr. jdull Ji!.* Jf-inriu. TrF fot All 
A4J i^uiei Pilpli T Morthud, 9S8M Fedrjra., 
Los faljOaft Ca. 90D0ci, 38ri44D7. 
Av^r-igr fls/cr collet ^gc d,CMrinj:m"t" xfldftit 
PBM d0ft4fUlU fiH Arum 111, 31itz ( 8-jjrad Will 

■.:■!! ■■■■■.! ntw II :■■!'.,:. ■. ,■.,:,. W '"."-■ ! ". ! It-',.;. 

R. Cesrv. 80s 660. iftW Carrtpu* Rd. L<n 
Anfeln*rj. JClfH!. JS7- Hiiq I. 
Average player, rolltKe agf JesiTiriB FtF appi> 
ntnli Idi CliantfUotnrillE. Alia seek membtj-s lar 
The HLgtieii bid Ctub - "mini ads!". Will trade 

at Kit poet Ro»ea harm. 34TliS Semnte Di„ 

Falov VenJ^fcn- Ca 9QJJ4, 341-1^01- 

Will »ll: ,"iniiL) 1AO0. P Mite l^OO. and VerdLd 
II 5500 I pj.y pai^e. Mirk Jljp-t. I'O Has 

?S3. Quinsy. Cj. V597». ...... 

Avmrap: pUycr. hifh ithool ape dcuhni: FTF tnd 
fBM nppDHcrtLE for Bj]gf H Carman player JrlT 
{Jnaliaa. EUti 1 3 AfinlL Kunthn CoMdvA, Cbj 

T.r.-'ri. ft 3: .,^ri.l 

Average playet, c<!ll«?e .igi 1 rHesirinK: FTF oppo- 
ntnts for B-kjitg, R-grad. G-hurg. W-Lon, !9H. 
Luiwaff*. Will tntJ* pt sell sam«^. Michj«L 
Robtnt. $*& Ty\er A*r„ Riverside. Ca. 925US. 

088^394. 

Wilt ttait 01- «ll (irtifi Hohcrt Haffrton, 4S4 
Ferndalc A*, i-jtlj San tWrfifiKB, Cfc 94lM(0. 

(4 i5t;ajtiZ44. 

AvcragE plaver, hi$h Kchui'l a^jt d eur ing . FTF 
opponents lot LufTwalTc, MidWnv, AfL and 
JiilLiiiiJ. Will b** oi K-ll PBW Bill PiwLms. 
13716 Carpinilo OltW Pe^le, ttoncho (Vriii- 

Liiiiioi. ^an Drtgft .Ta 91 129. 41J7-579I] 

Will *» Earned C.N. Wuifihirg, 1^2 Alm^ni 
Ave. Walnut Crttk. €a. 94.;9ri, ?33-l ?44. 
E?Lper« player, hiph Kh-ffo< ane dvnririK- FTF 
lipponunb fttr AHaJl Jarrtr* tjiccpt Till Alio >tek 
mciTibni for Fleet Air turn. E*cicr Duke. H$b# 
AIIhJtul. frothJIaiiJ rltlii. s.u. 'JI3r.4, m-t^H;6- 
Suvke playeT, !ii;;]i idiwl -ljiv 'I ■•-,\i mi FTF ijn 
PBM oppcnerUJi (bl &-kricg. tv#il FJieseft. 2OT 
27th 5r. W Sitkno.*!!, S^k-it.hcw,!! Cwi* 
AtfprtgO pljyer. bjE) BSWOl ^fit de^lrioa: FTF 
,in4/of I'BM raapnnenh ffir Vfrad PHM mn.it 
'>tn«i FTF. Mike Cohen. 6300 LennojL Apt 
IWJJ., Montreal tJSlI Pro^. Qt>eb*t. Cu/iadt. 

7^3739, 

Avemge playct, adujl ate dtsannK.; FTF antlj'or 
PBM opponent* fcr Ml All wine SIT WUI buy 
UTW&, Grejiarv C. Kuiinos. ni« Sioi^i IF. Fun 

Collins, Cnln. HOS; i t *W3-4-3,B7 

Mentp: piay«r f adult age desiring: FTF oppa- 
IpenU f.11 n-krirg. Tat If. A k Al.wi wfJt mcinhcn 
fOf Colfi^do Hlpniandtr Fox**, Larrv E. Vea/Kan. 
Il^th St Fori I.Lijston. Ml ti0h2t, ftt7-Zf..19 
Artraie pluyer. fugl: wuhI jbu ai^innij FTF 
Mid/or KHM oppontnn lor t'anjfrHiu. UuLge 
Alw «<li members, for Die T>ueUJnri Wtrhr- 
madil,' Roy Mathnorv. Uo^ I'JI. Kf. Mo. 1, 
^ra-jbujj. Colo. 80136. 6U-J346, 



OfPONEMTS WANTED 

AfiflS* llliyer. tlJ±cllP n-huol age druiiiit FHM 
nftrmncnl fnr Luflwaii't. Aim sccX memfteti Tor 
S.H.AE.F. tersilcl Riujp, tl.ju, 181, Wturliffc. 

f^ta_J(IJ4^ r 7B 3-23&J ^_^^__ 

Average plLiycr, lhi(di wlii:i.'t -k.*- itfiirr*",: lTl- L 
ind/or PBM opiWJiefiK for Wjiwilw. I>D3y, 
IreviMd SBt.) AU« hsV invrr-biff. Inr IhL- WaiL^li- 
iri C:urv SJrtmJiiLit, 387 Toll House Lane. Biidgc- 

e 



■wLS 



MfjTjj, anjmgg i . 



Will iell mmei "fhomnii Panet. 5 1 Shannon 
Road. Fji! ilaflfofd. Conn. 061 lo. Cffl3) 

5ftjjj3jji.._ 

Avenge player, adult an- tksrruift; F'l'F uppo 
rwnU fur Kricppkl. >tW* Mjrtri, Origin* nf 
WWII. Will uadc or stll HOW Juiland ij.OO, 
&EM]i3n.l S^flO. ir.biwr &|tj I^Mani 51.00 Ud 
MsnltVi 6 Ptrice Court, M^w Britain, Conn. 

o/.rv; 1 , pr>3)224-9ciu. 

Novice player, ■cluCl j^c eSm§i FTF utdTu 
I'llM opponents Tot A.K. Jnmci Ryan, 19 Cyrtrhiii 
Qrdc. ttHi Hav^n, Conn 065 lfr. 1>j>7ffTj i _ 
Aventgni pkyw. LOlJety! itft de^LTLnB: FTF" oppo- 
nent fut J>Mlfr. Fmncs '40. Bjista&TK. WW It 
BbIUI I unA Oigartizins informal firOfp foi v-jrripui 
iinJ AlLnEalaiid *j)rly fur pUyfaTK fUHCa Mi-mKcf 
IFW Fct*r Htighei. C.A. Tecri. fto* J:817, 

Atlanls, Gfl. 3 0.132, R7fr n S2i. 

AvtiMge' ptaVw. adull ags.' de«rina.; FTF anBTot 
PftM apponEnts for all A-H QKtful Will tjatfa Or 
»ll gamei.' Karl Staduwiki, Ijlfi N An*o.ad 
nr^vc Macon Ga It^lH 746-3 J 1 4. 
Novice nlaytr, tiiija krhuol age Jemthu} FTF 
anil/or FflM oppontnH for 1*1*. W-Loo, (sric? 
(Plel. Rooeri E. CuHwriwa. USAlU OuvCttKkU, 

AFO New ^' c-ih. O 1 ?^!. 

ttpcrr pTsyTci" FIT indj PRM optpondutl fnr 
B-knes, S-fitad, BulKe. Aniio. A.H.. F-bllia, D- 
Day Mark Sflfr. Rnx ^ A*lona, 111. ftliOl. 

Ill-ZIQ 

A-rcrar: player, high stJiod «^ dearmf: FTF 
opponents lor fulhTid, WaLt-rlao. AUij urirk Hti.n- 
.M.i..r;-. M MefLwk, Rene Nrkin. Don Lnv.imiil;-.' . 
94 OW Oak Diive. flarni^toii. lii. AOlJlW. 

j-SI0i'J2. 

F.iiperr pbyrr, Lolltgc age dcMrinj: KIFand'oi 
PBM opponemu (or S-jjrad. f^rj*^, 1^14, K-tpM, 
Will 1 hide oj vtl (arti^L Bob Fttcrion. bt)Z F, 

College, Boa. t?fr. Cubondjle , til. 6^0 L 

Eipttl GAAlLMAaTbA, adiill Age tfcwiriK to 
gumemisiMr threr tHTRI uf ORIGINS uf WW Ik 
Gjeitic Ice a 12.00. Also wek raemtim fat IFW. 
Lvnvd Lakoftj r 1806 N, Rji:hirioi<d. Chicago 111 

pUM7. . 

Avciajji: player. liqcJi ^:\v.k-\ L'f.. ikwinq: IT K rn 
E'llM uppiTdBin-. for D-Day. A.K Will i.eJ F-hlln. 
Vim pay pottage Craig Foster, 2741 N. Fine 
Grave, JChiumQ. Ill- Ph-Php U-84;9S- 

Cnllrfr age player, doillnf! OppOrtcH li lot! tkli. I , 

TSG and mu-it A-H gaTiici. Will trade ur wll 
game*. Jonathan DruZOrt. UniVCOUv ol ChlCftgo, 
Ulu Tufti, 1514 S, Ujiimiiiy A-<r Chk-aga, HI 

oO&37 

AnCnfge pU^Ti, l4H«kt ^ ivjjrlng FTF ^ndfhr 
P&M ap p flBWia DU P-b|lT^, TSG. Will iraJc ur 
•ar.H fap** Gary C. rtttj-soo. 140b JLHicw^y. 
Crticafto, HI- tVQft;(i, 7&|-7&tit . r 

Areiagi plnvtr, tugh scliooi agi: uc-gjirtl. FTF 
opprin^nii. Will tfnJr ur stll gainrt Iff! VallotiCr, 

10 5 O&noldO. Et^st feoriu. Hi 6161 1, &99-31Z9. 
Anerjyt pluyei, <i.il1-(.<' ■■up 1 di-siunp PFtM upfio 
tienta Jot LtiRwane, t-biim wlkh to hen from 
FAMrrs nnliidr USA Will «|l JtJtriL^ 4 nd ht.nrf 
D9W PBM. kit jjarrw tl^i breji uwd rwlci and many 
piece* liave yet lo be token olt the ;nd. Best 
Olfer (650+1 &. yftu pay potTiig* Fred Mei'da, 
g:.lO Eilfint,, fctajlltfln, lii. btilU.y ii^MfYJ. 
An'ran* Player, adult sige JturUig PTF rjp|.i> 
in.ni* lor A-JI hJt.1 utd YflritJit jeame^ Ijjii.i 
tfoChlhuij N-E'C, Suiklinn 7711, 0,«l L-krv. 

111 raggg- 

Arutapr playrr. L-.-lrL-gr: jgr doMliif PBM fJ|ipo- 
netils tot Sarad, B^ritt, AMJ4 Richard M. 
Mikujich, SoSChj Si^i. Il- iIH ill rntUI. -1 
Novice player hinh iChool Jfle Jtiirlna: FTF 
opponent', for Gu^ud. WjJW}, ti-hurj, Hlilfknej. 

A.K.. S-jKad & KkhnStat Ootii St:tiandeEme]e,r 1 

717 River I*£Lfk Ume. Lo¥«-i Fflrt, (U. Mill, 

63J-»-li7. 

A*crag* player, lush «hao| oje desiring: FTF 

iodf&i PBM oppowBoS for ll-kfif t , r-niiu, n- 

Way Will ttUh or sell »rnes, jhttt Strunk tSUH 

Skolcie BIklI atgkfe, 111. SBgQjg 

Novice plover, collrae jh* d^siiins FTF anJ/^i 
FIlM opponcntj; Jar Bljtiknc^. Will trade or wll 
gattie*. Duvid Tabei. 307 E. 1 Hi nun.. Urbuna III 

MHO] 

Averip? player, Injiti, wIiltiI j^r jr-*iiiii]j FTF 
and.'ur ?BM Lippotieni; ltd Bulee, OunU, W-Uo, 
1*5 IU. aiiniaj.rk, 6finO$ Cl<ei r futland, P-buTf, 
K-^purL L-wafle, Many nOtl A-H. AJ«i wk 
ITH-nsbpia foi Dn lk-j[j , [Hi(. [>fii TbtUHt ftft 
Brcw-i.-i 404.^ MOrnirxg^de. Bl*>pmrijil.>7i, Indiana. 

41401. ^2^01 

AvetiljK plawr hJsN WfKiaJ jRe dr^iflU)! FTF 
opponent* for all games. JcfT Farmcc, 1115 b 
Wyiie, BloominKlori. Ind- gjgh 33:-3QI7 
Nont^ plajfer tiigli itllmll JjC LlfiiriAJ.' t I h tn 
Pft'M opponent Tar f>0>y. Aruiu. John ShJUttrt, 
e"i5.1 S, Court SUccE. Crown Foini. Ind. VoJl>7. 

663-1401. 

AvcnflB adult oft player deiihno.: FTF and lU 
A-H im&Bm*. ten MeNtr., 1S^ kfoolXh Gary, 

Indiana, H&4Q2. S823?44. 

Afrragr playci, llig.ll fllhOOl nje .1«nfing: F"l I 
and/or PBM opponents for 1914. Lanny Alger. 
225 N. Wo od. ^ riJhlh. Ijid. 4tjjj' 8 . ^.^o^l. 
Avenge playeT L hiph kIido! agi? itwtflilH" FTF 
.in>!''-r PBM, opportcnis ioi P bliti. Lurtwarfe. 
m»pi=l H I914 h B-kdi^t! Also stefc rocmberi Tor 
CJ.H.S. Twntni A Strategic Club. Rul-eri HtM 
407 F lllih St Indiarupolit. Indiana, 4C.2J30, 

gJ4-U4Jt7. 

F.ij.h«iJ jilsjiei, adu|l age deiLriiig: FTF ind/ilrr 
PhH opponent* Tor any WW LI A-H or SiT Land 
Gainrv William Ksnl MfRiidc 207 Redwood 
!>rln-. New Albany, Indiaui. 47]50. ^S-Jtf&l- 
.'■,-. - ■ 1 .1 h--i- |ii*jn irfijlr ;;■■■ cle'.irtng P'B^I uppo 
fwnts. for Bulge, BLhakricg, l u 14_ Will tragic or 
sell fame*. Jim J-utur. 223»12 Arnold. W. LaFny. 
jga, Ind. 47906. 439-?4j9. 



OPPONENTS WANTED 

Avcriigc pinker. iiiEh school d«inrifi- FTF 4nd/or 
PBM opprjnenis Tur BlirieB. Guy Bruwji. 720 
Siipenoj, Storm Lake, Iowa ypjas. ?i2 52\H, 
Avrtagr: player, adult *&t desiring FTF Oppa r 
nenlfl tor F-blitz, D-Pay. Bill Laftau. IB«3 Thom- 
hu.ry Road. Baltijiiare. Nfd. 21209. 4&fr440U Wt 

8-. 

■V.i :■:>. ••■ '.pen player, adult Jii: dcsiringu FTF 
opponents for Diplomacy S: A-H ^jiul-s-. Ray 
Mallluuci, 3001 i-i Morcland Ave, BaltitnoK, Md 

7 1 734. 665-2 IH_7_ 

Average player, adult jtfj drFiiring: FTF oppo- 
llriits fw all A-H Ohm t>nvid S Futiiain, «I4*> 
Edrtromton COWt GrctnoeEi, Md. 2Q?70, Apt. 

.•'ii1 ; J7J41.ViJ 

Average nliyer, tiij^i «Itjo[ age rJearints PBM 
ajipOnenU for A.K. ffditle Ol Ift.: Bttlgs. W||) 
LrJi* O-r u]l BSBBIflL Jolin tj ninnm , I1W! Frrid 

Dr|i«, Potomac. Ma. 20S51_ t ZS 1 ^ ^2?^. 

Cbliege jjje nlayei dewing- FTF andj'oi PBM 
ojiponrnti for anvthina. L k Mi'Aneny. Sib 
Thayer No 2. Stlvci Sprui*. Md 20910. 

569 5440, 

Novice player, desiring: ITF and I'BM opponent* 
for B-krien, Slralesy 1, 1^14. Diplum^ty * 
Vjrunl: ,VKi m;lI. iriLnili.r:, l-jr S|3.ir(j. iff. 
Royal Court, Oder of Transylv inian ToaJuool 
Vr-,?r:.|*ipfi:n Will IijlIl vt n'.JI jidiws KcntifLh 

SuTk-E, ]fjj hmd SfiKt, Mkritn, Man. 0tfl2l, 
tit ?ofJ-J210. 
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-et. Etwtoii. Haa 07H6. 


267-^53. 







Averaie pbytr, hitl] Khnol age dc&irLir. Fib 

jii(l/or PBM o}>paiien is lor A K- S-grad. P>bJlu P 
Jutland. Ijitadakanal, bultt. Midway. W-Loo h 

Chi-M. Nufifetl TJciliHllkiii A I Mil vek inrHitii-n 

lor KWL. Western WnftamfiK. SHAhlf. Ja?f> 
nanthur. Lt*'s UndBHinift. Pnn^ian Guard 
Cobra, Renesades. Nev Ajacaor, Lesion (Condor. 
John Hendry 17 Pticr Road PraSody. Mis*. 

gfjgQj J31-3S37. 

Ctrllege Agi plaj'tr desiring FE3M .M)fiancnii lot 
Mtd4le Sanh fjiplomaev IV, Third A«e. [at* 
.stellar Diplirnucy, Origins of WW II. AJJn «ek 
Uiemberi for IFW SLiprcc Fiction inct Fan|nsy 
Gumiflg Sjc|lIv Mitlj. Orpanued tiajtiers. L«wu 
FukiprLcr, IM4 Ssvjft Road. Bailie Cieek t&ttb 

j4tn. 4yQj7.tE>lb)qrjM520 

A * i-i .- j-i- pl..w-i ..ilijlt age desiring: rTFandynt 
PBM opponent foi F-bLti, D-Pav, EPonaJd TJ. 
Glance* |TB7 Cidvtf. r>«horn, Mkhisan. 4*124, 

?^J t^4v. 

W1ir trade or «H L*)I4 fc slock rrtaikcl Rcnald 
£*Jun, ^bM H«elton b Detroit, Michigan, 4*739, 

^t>S4?l7 

OeiLrt r FTF and/or PBM opppnejiu fgr Dpp|t-y- 
mefit, Waterloo . Atiu 'ietk jnc-mteri fat Niipoleo 
idB &K*t> CSLSfl daiw). Will (rade mi B»1 pjOHSL 
Tim Tilwn, UI7 Tweed Slreel, Saoll See Marie. 

MLhrisjaH 49783 . 

Esren plivtr, aduli aw tJafiriflE: FTF and/or 
['SIM opponents lor any Strategy game. Uevid K. 
Mattson. 717 Oranl Blvd. W. Wabaiha. Minn. 

^y}r,\. ( 

Avfi'jfj* playiM, lii{,i> silIkjoI i$r deiirijiij, rTE : 
jutd/or PBM opponents for Pblili, Sw&d, 1>-Day, 
m/RCt luflwaffr:, BBgfiffil^ Che*4 Dan Lo*r- 
IfU, 1445 W. Stirrer, Si. Paul. Minn SStU. 

<i4_54707^ 

Avenge plaver. toll-Me aju detirLna: FTF oppo- 
nents tor AH. TSG Alio .seek niemraen for IFW 
Richard Locke. Boa 665, Park College. Kansas 

City, Ho_MJ W 

>jn leavlne *.irprni:ij ::t i";;:i.L. ri ■_■ 1 i-J Mjmp^rl 
SAE (and 25 CfinU if porattrlcl ior gigantic Uii of 
Baraks, and niaBi^inut #va.MjMB, many of wttrcn 
art out 0-1 pnnt. Oo n cqwI Mark Jumper, ii 

Wi|tt^»l>l/LIL g ko^d, ^1. LtHlli, Mi^.JLJM il31.ll. 

baipcrt ptayir adult age desiring; FTF in-l-V-f 
■PBH eppfgtntl for B. of Btilain. Luftwaffe, 
U fcfn=B. Mid*yy 4 Br^marok. Uslit fe. Norlon. 
1257 DanveT [iiivt St WUH, Mtssoun, 631*1 j 

4^4-4946. 

InncrT player, collcgL .igr dcsinngi FTF and/or 
PBM ypponenH for Bylfie; W»tertoa. Jose l>el- 
ftib 17 South Iciittsotj Margate City. N.J. 

flgJQMaQ9)S:3-jJS6. 

Average pliyet, SQt# age &3r&CJ FTF inuKor 
PBM Djjpwiwnt* fur Ptfffr, tpWrffr, AM, W-Uim, 
C-hur*-. Kfi tBp U, F<Snk Sap MiguC), 1114 
Hobilt Ave. . May* Landing N.J JBIJO. 

tiJS-llSl . 

Expert player. JiJifh achOt)J age dt-siring: FTF' 
opponents for alL A-H, Sif, POW gajn.et und 
otticn. Abo -..-I't. Viet Nam and confrontation 
Karnes. H*ve A'K CWil War Gamr in A-0 <^>ndi' 
tion to 1 sell. John AnaitcJio, Boi 71 Hook Mt 
Road. MorttwiNf, H J. t)V245, f 20] t22 I4)B7S. 
Average player, collcre age dCHriruj: FTF and/ar 
PBM >jp^i:enU for all A-H Wj rK arrie* wnte SAT. 
,i ■ -.-'.■ I to 1 ■■■■■ . 1 l> ■ - . Robert v ' :-i .i 1 : .=- !■ -. 141 
GrtPBj Street, North Pl.uifidd, N.I. 07060, 

75JS-1J7S. 

AvrTigr playrT. hjgii vr,o«l ar^; dcnruig- FTF 
apoontnK for men A-K &stfl>! Camei. J^opcn 
Mierviwitki, H3 Haltocs Ave., Trenton, New 

Jersey, OSOlO, i*j-)j!50v>. 

t-xperl player. coEkrge cge dniirmei FTF ujid FBM 
OjifWrHPiiii f*>t tV-Day, S-jpad, F-hiiU. W-Lurt r 

bulge,, Midway. Sim. Corp gitthfi t J/ot i ^.tl' 
Barharowo. e^.J FJwaid S. Pauley. IA4 SarrfiliBfy 

Ave. BiitBtiajn^ji, N.Y, l.WQi. ""-S ^iQ* 

Will tract Ktiegypi^l and Plkkl klit. in excellent 
condition, for Afrllu Karat ar LuftwaTle In ume 
BaMtUBi Frank ^aparct. 4343 Barnes Avenue, 

Box. N.V.. tfMrift. __^___ 

PLayei of adult aje wtdtLnjE FTF and^'or PBM 
meFntit'r> ftir Spartan Intematiorml. Alan Auacn- 
rjntiun. b 7 S-5 Oewui Portray. Brooklyn, N.V- 

11:::, ^K-l>4y 

Average, cOlie«e aire player tlcntrlng PBM ej-po- 
tienr* fnr Panrci-olin . NPB 19 Also s«k info on 
spa«? MJTK-5 and club*. Jcs^ph £din u/* Lormine 
l^TiSardi, 17^ Daliill Rruid, BroottW. NV 

im^_^ 

Average plaver. Iiiftti Kliool aw djuflrtna: FTF 
and/or PBM opponents for Jutland, Blitdtnce, 
G-buiB, B of B., D-Diy, A-B., Uftwaffe, fiahrjjr 



OPPONENTS WANTIO 

spj«l. Will Lrsilc or w|l iMHH Albert. Pala«0, 
4.^ 1. JiTli SI. Brooklyn, h.f I i ^ I ?t, 1 1 1 . * .'JJ .' 
Avenge player, high vehool apt. dntring FTF 
ondrof PBM opptnicnis Tor CjitviduJE.. and FTF 
Qmfl A-rl Game's. Will buy L"ivi| wur ^unri.. 
Robert Hummler, 8S KnolKvo^d Drive, Cjtk 

Fhofi, N f M, V^rk 1 1 5 M, 516 FD-15698. 

PBM and FTF for AnJio P-lMiij. S^md, chass will 
gartiemiit^f diplomacy, w^ry cheap, alio PBM 
some S&T (nagaime tamat. Will Mil Ev-s^iel 
chaat>. JaniC5 Massar, 127 N. bntntofis Stmt, 

tmmercitne. N.Y. i29?H. 

Ayerjgt-cKiKti pilttytr. orlitegc age dci^ring; FTF 
Opponents fur mUJt A-H Giimt-s. Will trade or iell 
gttmet, Tan) SpiritO, 7?-H2sih A**., JicKiOn 

KainJtw. H.V. M.»0, ?(iM»-46M. 

Arouji;* jjJj'i'er Ad nil jj.' tk^irinii Fi-|.!/ fiLiiuirk 
wi-\t PBM mipLjurnts. AJuj, vill piny- my wtn^- 
ilon you mii!e up Unfold G, Efb (t$ Union 
Awe, I.k nomLonLom*. NY r 1177'J 

SI6-9JS1-O005. 

High vliool att player d^itrmg: FTF opponent! 
for Batik of Britain, Doogks, Pearson, Jn GrifTln 

Urlvc. Kingston. K. V . U4I>1 . J..-J I 1 .t^J, 

f-Tfrll L'lirjr. lit .i.tult ifr iIl*iiiii B fTt\1 n|i[in. 

ncrtti, for Anno. W. Muliloauer. 4g Linitcn me rt 
Drive, Mernck, N.Y I I 5K. SitVFtHHllffll 
Avurawe plaver of idull ante- dwiirlns FTF oppo- 
nents for All A-H Games, Whitley SWeaViR b-rl, 
34 7 W 55. New Vork, N.V_ 10013. 

ata-viv-Bt-si. 

Aieugi- phiyei <if liifjji m;1hxi] .ii',' defiling PBM 
opponsnts for L-waff9. Cuad,,. Tac II 1-crad. &vn 

Orowillflli, KK>3448 Bn-ld, Ni^w Vnrt City, N V 

jl375.<2f2)26K-?777 

uSnq]i [il-iyer nl ve I.j It ,igr desiring PRM appo- 
Wnii for But?e tRedJ, S-grad tRedi fk HlliiKfWi;. 
5ft. Ashhty D Ecymoui. Bffltt StTV G3F Bo*; 

riT.>, AfQ, pJ.Y 0'iMu. 

Sii.M.-,- |;L;.m adult age .h iirine I'bM opponents 
fur Stral^HJ-" ': QuO War Stmiino. luwi Geuivc 
LaJttng BVB JO 16, Bo* 2 NAV5TA HtJIA, tPO 

New YorV. N . V 09540. 

AintngE player. coUcte age tiMifirti. Kit- mSfoi 
FBM pepcHMafg m Midvay, Aniio, O-Day mQ 
ulhers. Will trade or sell gainer. Raymond R. 
FatlOn, 3 Rtjtiin 5t._ OssHiinj;, NrW lnonk, 1056?, 

9M-W1-I-77JO. 

A*e:FiJ6e i'tayti. ln'fJl *.]l'*'l *£? ^eMrirrt ?R*4 
epponene^ for Panztrtilni and 1914. Kfvln 
Hcagcrty. ti3 NS-> -"■■ n »■ >;■ 1 1. I T.*-.- ^■■■mi'Il, NcW 

York. 10562, WI-MJJ25. 

■Expert player, eoUflge Igi d t :.inng FTP for n|| 
gan^s. Mr. Robert J. Bodnjr, 26 Sptctfn Drive. 
Pearl River. N.Y. LOW; ■■'Ih ?ii 2^25 
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Average olay<:r (131 dtsirtng FIT anoVof I'BM 
upponL'nt^ Tor Midway ft Jutland. Will CrUfaj Df 
j II ;■.!:-.'.: I wftiild like (■■ 1.mw when. I -.-.lii clI 
rmialjiij Lurry Malloy, d10f Convurnr Dnve, 

ftaje-jjdt. N,C. 37609 . 7&i*}jii „^_ 

Averajp. 1 ptayi-i, liigh uliool age desiring FTF 
bfpeneUJ Jot L wji'ft 1 . ivi-l, FblitR, b of 8, 
Ori^iiii. W,h trade: or sell gamei. Edwird N. 
Rodman, Ji. 1 li Isabella Ave Washington, N.C. 

77HH9 9dr>tTni 

Novice playt't- Jufih si;Jiool ntfi deiirin? FTF or 
PBM oppOncnls for An irk*, taw 31 Roger Dlaci: 
!!3 Chevy ChJte. MansTiPij, Ohio 44507, 

75fi-K.34. 

Averafie player at' hith irhool age desires FTl- 
anrf/or PBM ofi|nrieqb Ioj Bulge, PirijucrfclUz. £d 
Fegan, CnerokCe Trail, Middleburi; Hts, Ohio. 
44I3H, 23 4-305B. 

Ayctajie pUy'et", hlgti whool age deming: FTF and 
PBM opponents for P-Mtlz. IV [#, S^grad, UWSfft, 
AI«o i*ek nwmbcn for Hexjjvi) EnA Will buj 
L^unfj-ontatton. Keith Le*-ii, 7J31 Sharp Road. Ml. 

Ve rnon, (Thin. 41fl^D, <fil*.l, ■l'J7rlO^H 

Average plaver. higJi school am dejiifinjr FTF 
CppcinentA fnr PanterblilZ, Midway. 5&1 »irri.-; 
Also t?(jc nwmpe-rs for Cobl Worgamins Club 
(We pobli.d\ Amateur Gamti.i Will .^11 (atttvi 
HaroW Tottein, 4318 tetOBbi P-^ad, SuTton. 

Ohio. 4420J ^^^ 

Average player, college age desirin;g PBM uppu- 
Eiunu 101 Battle of the Bulfm & G*itvsburE, win 
trade or sell gaines. E. Jaine* Haisney, 24 Bemvn 

Avenue. youon>loa-ji. Qhjo. <J'lJt?, 

T*ptrr player, college age dVimng FFF QCWfc 
nents lor L-waftc, f-hliU, P-Pay, Sisrad. Alro 
seel: memners. for esTaltlLshrrjeol of cllitr at I of 
Orogon. L PonsltJ Sanflers, BurgBW-Knrnllton Rpt 
IfJB. LT. ol Oregon, tLigent. Oregon 97tt3 t 

tafrijAG. 

Avctagt player, high whool ngp dcuring Fit 
opponents for ii-^iaJ , Midway, Bulge r D-Day . 
I?J4, 5coti Alotc, I263S SE Foatft RfJad. 

FortUiRlj Oiegoii 9.7236, 76_l_-23_2?. 

Notice player, calleRa attc desking PUM oppo- 
ne-r.!, foi TuclU-i 11. Battle of the, Hioy. ivn*y r 
Ceny-Htira. Robart T>, Foley, 3503 7ih Ave., 

Airoona.Fa. Ift MlZ, 04JI-.1W. 

Average player, colleg? a^it detihng FTF 4nd/or 
PBM opponents fo? A.K,, Blitakneg. BI4. Alio 
wek info on rlubi- Will u-jiJp or wl| games. RjL-h. 
gggft 309 F, IW St., Frig. Pa. IQjOj, 
Aveiagr jihyr.t. hrgb school age- dwiring FTF 
■ -i" 1 f*-" ■"-" ■- ■■'- ■ "■■■■- Battle ■.■! rii'.' UuLee. a,K. 5nnd. 
Niflt*, Will Hade games. Kip Shaw. £73 William 

Prlve, Htrshoy, Pa I7033. S34- I04L 

Will u|l eamrv Anthony Ohlea, IIHI E lligert, 

FhLladelprtia, H, I9h 75. NE4-15JQ. 

r.i|.iL-n |jl.iyn nf high c-hool age dcuring PBM 
opponentE far A.K., C-anal, Bulge. Will mde ot 
■Mil g^mrs. Tony J. Pdaier, M37 Fl. Ptul-ir.llena 

Pfitlitdelphia, Fj. 19I]5* T CF^4>973. 

Novice player, aduli age desiring FTF opponenn 
Efjf Waterloo G+urg Tactic. Midway Bruce 
Allan Brlrtser, 404 Meadowvjew Lant. Phoenw- 

vilk. l^nnaylVLini;. IjjfJB, ^ISjj^jfjiJB, 

Average player, ■.ollejie age desiring FTP oppo- 
nents for A-H SfiT, TSG. etc John ttuTOll. 2b 
Nafta Stre*i, PHUIp-j-, Pa. Ijjgg. 655-0911. 
Mnvkt playet, college age desirlnj TTf anj/or 
PBM opponents lor 13-Day, Antto, Battle ot 
Britaln k Fratiot 4* b basic Slit^ Ud FTF op-po- 



OPFONEHtS WANTED 

nanu for G oaWi Kregipiiti. Bulge, P4iFitr. Hqk- 
ball, Fo'^itiall. Win buy aarrjet. Bill Biiownfield, 
4H Cean;, UnivaraitV Park. Fa. loSQI, Bh5 301J1. 
Want Diplomacy info, opponent 1 . 111- TiiT nirnt 
A H B^nict. Witt «Ji ovarii AH game* Igocd 
conditio contucl (1153 6ST-2aH Bit ll-inmer 
^6 New VatK RqbU, Willow Prove. Pa. .1*090. 
Eipctl player, college age Jeiiring PBM oppo 
nenti for Crete. to»t Bailies, P-bliti Creofl" K. 
Ilurknian P O. Bo* 4l]fl. Bfown Unitedly Pro*i- 
dCTce. R.I. D2i?l2.t40li 27^34J>. 
Avrrage pliiyer. high si-hool jge. FT H-' anri/or PP.M 
oppon lints for Bulge, S-gr-ad. Bllta, O-Diy P-blilz. 
A.K- Jutland. Midway. Will trade, ot sell samca, 
(tvnnsfih Church, 20 Acbol^fuTd, Providenee'. R.I. 

U^90fr. 7j|-5ft29. 

Avtrji);*- phyer, allege fljjt d«itiwg. PBM oppo- 
mnB for StlJJiliri4 Kndntl EJiatvoy, f.O. Box 
flWI, firad ResidieFne Halls. BpSwfl U.iiyeFsily, 
Frovidenee. R.I. 029 i 2. 

lIFilF" Mr.it M h,ij J...I.:.,-, M.i ;nl-.,l.1 OJlflOill.i- 

tlon and VietNam, Any olfer acseprabk - Will 
alvr sell games (llaVr all All,'mns.r 5&Tl ftrjiid 
new Strategy I for ule Sean kit Ire LI, SJtlfi Edith 

StteeL f:iiBrie^tOii. S.C. IVWi. 

Avemay? plajrw, adult jje dtisiripi. FTF upronenU 
for PblitJ, Lwuffs, Ongin\ Cregorv A. Smith, 
3009 Huyr A.einre. Colisrllbia. SC 797D5. 

2S 3-?lr>3. 

f.icod player, high School age desiring FTF oppo- 
nents, for all jnsl aai/ gfinU ineluding piinuiliire-* 
Also nek help tor making a (acne 00 Moxuw. 
Need Red PfrU&Itf) OB. fur Wt- f | L . m . ftryan-i. 
Fronis, Oct. P**J. titcphtrr Hcrcrukk t6^^ Canly 

Lane. Charle^lHjn. S.C. 21407. 7ti6V39Cff. 

A/Vttaajl |-n1iiyi-i. iidult afe dciiftng FIT o^rponcnli 
for all A-H and SiT fiimes. Harold HtW, S-07 N 
fji-s>j.'itill. Uidtson. l ean. 371 li, Str5-5ol 7. 
.-V^i.mI.. pi.i v-"i = ■■o.Ij;'.' .i'.; ■■J-.-i.nng l'B"0 <_» | ■ j ■■ ■ ■ 
nenia for D-Day. Jirnei Schweiik, 1201 Cedar 

Une .Va^iulV, Tltmi .^771 :. 7^-i^l 

Average pLty:t, high stliool ufo: destrine FTF 
upponenis fui G-buj^, 13-Ojy. W-loO, S^rad. A K 
FSiOgA, HLHz Ucaml. Jutlilriil, Aftiio, P-bliii. 
LuffwBlTc. Darr Huk'fiinK. ^Otj Ridrey Drive. 

Auittll. Is-Sii^ "JliJil. ^53 5 ft I fa- 

AtftttfjB playei High - -_- i 1 -::». ■ I age d-.-iiinC |- I r 
ind.'or FBM opponssnit fnr P-bh.^, S-grad. D-Dai,, 
IHifraL Aniio. lefT Static SHI Maple, tlflliire. 

Te«E 77401. oe.7-3124. 

Average player, adult iigil dCilflTIg: FTP mj.or 
PBM oppunenis for all ifal juroL-* AKo geflk 
raemhers for Ccn-pus. Christl MHiTary Gaming 
SuL-Hehy Will uade of iell games Pan] S llanfia. 
4&2& Ocean Drive, Apt. 20. Corpus Ciirir-li, 

Tftaa, 7^41 7, SlWfi^V 

.v.vr.i,:..- plaver. L^tlcge a^e destriro; FTF ■ ri ,n 
nents For Diplomacy, A-rl gurnet Al$0 ^ek 
inernbett lor Lux Alliance. Paul orcnt, 32 L 9 
S atfip. LI I'aan. VcXsi. rrtZh. MS-HSU. 
Averap player, college agr d^sirlnj; FTF oppo- 
nents for 15 All games. ALu> irclc mefflben lor 
Company "C 253rU, Reg. 63rd Di*. Robert 
niimski, 3e!D4 QuFLI. bLPaso. Tc&aa 7-JV04. 

7? 1-3^1 4. 

KWtQI plitj 1 ". eotlegi ikje litrsiilng FTF oppo. 
neiiti Tor my AH gamut Stephen V. Cole, IJo 
Cordon TTU, Luhback, Te-Jiai 7*40*. 

I -306-7 42^697. 

Adult player dciire* ITF" :fini-'>« FHM |_i r , J M,IIP ' ,ir ^ 
lor BlitEkritg, Also seek MM. *»H '™dfl or sell 
sjames AUen G Cleinrtrt*. ISSfi Madmn Avenue 

No .T rjgden, Utah, 6-140 1. h-2l-iii2d. 

h'oviee pliycr. -LollerK' age desiring: FTF 0|ij"i- 
ncriti for Fhltiz. L waffe, M blilz Info wanted- 
Also se-ei Tolkien Sfjan: waigitrnes. Will tradr n-r 
sell Barnes. Pvt,: John Chlinplin^BJOKSL?, Co. 
A USA (UnHtftn, Ariitu^ ton Hall Italian. Arhnj? 
Iflrt. V(L 

Average player, high school n"g; dhinng PBM 
opponent far Midway-, fcritiibfiuM, Bliiakrieg, Bis* 
rrterck. Jutland. S-giad, I°I4, L-waft*. Martin 
BeOtfca, 1171) N Polhid St. Arlington. Vi 
:jJ0j SJ-1 JJ47-I. 

Average player, high sclwo! >g^ desiring: FTF an;! 
niM opponents for moll A-H and SAT. Al» 
■jag memoer* Tor Dt>n Cossack*. Will trade ur «U 
games; WarTcn Jerrey. M04 MadifOA StaHU 
Radford, Virglfii*, ^4141, ii?p^4J7. 

Fnpert plajrer of Tikseh vh.iM.1 agt de.sjrts FTF 

opporicnls for all ijiimei.- Also seek memtien tor 
Wa^riiflg Ion Chapter of Sparta, wilt trade or scD 
gamss. Ronald Blwh. oSU Highland Si/cci. 
■jpnogfirld, Virginu Z2.1 50 . (70J1 451-2223. 

Eajw:[| player, College a g c: dtiinng FTF oppo- 
ncnti l«ir um ,-\ I J ...- S*T aamfl.'. Ronnie 
Prorlor, Sl?9 Keanlock Ave.. Vitginia Beach. 

Virginia Ja-lt.:, 1!*!*li?5J. _ 

Asrriifr pkiVEr high school ace dearin| hi f 
and/or PBM opponenti i'or AK, L-wafl'e, Billr- 
knesj Tae 11 Also ---vk liicmbrri to lorm club 111 
Wooertiiidse area. Pink Ban. 13509 Gmtmt 

Drive-. Woodbrldgc. Vtrpnu 111% \. 

Average player, adult age deahrlft FBM opponanu 
feu Bht^lcrkg or S-grad Will iradf or -s.- 1 1 lames 
John J. Bibo, 7590 77th Avenue S.w. Ta;oma, 

Waihington [JJi4^a. 

Navik-e, cr>l|v^ ^fte dtfjimg fit and/or PBM 
opponent* lor Waterloo & Srshngrsd Wdl trade 
01 kII parrari. Wayne A Wfwnlit-i t , Bjtl LjVrrne 
Drive. Gtcrrt Bay. Wjw.. 54301. 4.* ?- J U-' ■' 
Will ixade or bcJ] same*. RLclratd Goriti, 740!> W. 
ButdkL rVrtaWB, UJlwautee. *H& 5321^1. 
S4t aob4. 

"Efcpe-ri" player, iwLleuB ape de-siring FTF rtniso> 
ncnti for "Footbtul Ettttcgy." Gettysburg. Will 
travp] to pppnnCTiifc Iiuuk. Have- 9 yearj ejipeft- 
c.nte in Football Slratcgy. Will go an far tooth; « 
Chicago. Jim Ruuoal. IMC 611^1 Sta*t SMmtt 
Point:. Wiaeoiu m 544BL, 34I-4JJ7. 

Average player, erjlltge age deilring FTF oppo- 
nents for Anxks, BAriug. D-Day. AK. S-grad. 
Tom Hur«. 753 W. Main St. WhiLewner, Wiv 
comin S.'tl u t>, 47J-J721. 



